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Test your speed and skill against a hard-swinging challenger! 


Are you ready to take on a powerful challenger in an exciting game of luck and 
skill? The Casio personal computer is waiting to take you on with a whole 
gallery of games — from Royal Sevens and War of Numbers to a thrilling 
Moon-Landing simulation. Unlike everyday TV games, with the computer you 
carry out all steps from key-in to operation on your own. It’s not only fun, but 
educational too! 


Programming can all be easily performed using the computer keyboard. Just 
clear the program area and the computer starts winking at you. You then write 
your program. When that’s finished, you start the RUN. If an error message 
appears, you call up the incorrect number and correct it. Thanks to BASIC, 
even program debugging is fun. 


Once you’ve got it all set, the computer is ready to do battle. Take up your 
position and prepare for a fast and exciting contest. 


Ready! Set! Go! 
CONTENTS 
HOW TO USE THIS BOOK..1  MOON-LANDING.. ....-- 32 
SPOT AND STOP....--++- 4 ALPHABET ATTACK....57 
GOPHER TRAP.....-+++: 8 CHANGE TPs - 00: 63 
COMPATIBILITY TEST . 12 ROYAL SE VENS. 62 
R-ATTACK ...++- 1 
Se En BECATL Py 19 -DRAGON-SLAYING ...-- 7 
CK A-BLOGE acne 23. POISON BERRIES...---: 82 
A Osten ATTACK . 27 BASEBALL CAME we 
TLOON. . «1028 GAME. ooo e 
Se CKER. ... +++: 35 FLASHY FIVE... 
NERYE 39 BOMBARDMENT 102 
PICKPOCKET. «+++ +++ >" pO AR 


"ZERO ATTACK. .---+-° 


BLACKJACK GAME, .. 113 


HOW TO USE THIS BOOK 


Each game description is divided into the following sections: 


1. TITLE and GENERAL DESCRIPTION 
Read this section to get a general idea of the game. 
2. RULES and KEY OPERATION 
In this section, the rules of the game are described in detail and the keys 


used to play the game are listed. Read this section carefully to understand 
how the game is played. 


3. DISPLAY 
This section is mainly divided into the following 3 displays: 


(1) Starting Display: When the program is started. 
(2) Play Display: During the game 
(3) End of Game: When the game is over. 


Easy-to-understand explanations on how to read each of the above displays 
are given in this section. 


4. HOW TO PLAY (EXAMPLE) 
A step-by-step illustration of how a game is played is given in this section. 


5. VARIABLES 


This section lists the variables used in the program and their descriptions. 


6. PROGRAM 


The program list is given in this section. Input the program in your com- 
puter to play the game. 


Parts of the display may sometimes become too dim to read during a game. If this 
happens, adjust the contrast. 


_ “Salt OF Jerse spud 
jujod QZ a1008 Nox “Wyse 


potas 2q 11m 10ydo8 
ayy “adeosa 


jujod Aur ai0os },uop Nox 
ou) pur stu no& jy “desy 


———— — 


BY 


PROGRAM 


To) 
CLEAR AGS 
Sansa 


18 ¥AC 

28 INPUT "HAMESCIA 
x38)". $ 

36 PRINT “HALT? 

48 E=LEN($) 

50 FOR B=l TOE 

68 G$=AID(B, 1) 

78 IF G$="A"s 1CAD= 
LrAsA+l 

0 IF 6$="1"s 1¢A)= 
2:A=A+1 

96 IF Gs="tts 1CRD= 
S:A=AHL 

{00 IF G$="£"3i(A)= 
4: A=f+1 

118 IF Gs=*0"si¢A)= 
S:A=Ael 

12@ NEXT B 

138 $="" 

148 FOR C=A 75 3 ST 
EP -1 


158 FOR D=@ 10 C-2 
160 I(D)=1B4FRAC ¢¢ 
1(D)+1¢0+1))716 


} 

178 NEXT D2NEXT C 

190 F=1(8)#18+1(1) 

200 IF F=t@siF {¢2) 
=03F=108 

248 PRINT CSR O3F3* 
percent "sEND 


Total 312 steps 


Here your mission is to attack the num- 
bers that appear in quick succession on 
the display. When you succeed in hitting 
a number, it moves to the left, and you 
score a point. This game requires quite a 
bit of manual dexterity, a quick eye and 
fast reflexes. 


RULES AND KEY OPERATION 


Random numbers between 0 and 9 appear and disappear on the display one after 
another in quick succession. You try to hit each number by pressing the corre- 
sponding numerical key before the number disappears. If you succeed in hitting 
a number, it moves to the left, and you score a point. If you press the wrong key 
or take too long to attack, the number disappears. 50 numbers appear on the 


display in one game. 


The keys used are the numerical keys (@ —©))- 


They are used to attack the numbers which appear on the display. You press 
the key that corresponds to the number displayed. 


15 


w Y DISPLAY 7 


@ Starting display 
The game title is displayed, and then 


the play display. 


e Play display 


@ Score (when a number is hit) 


e End of game 


[TIME OVER ; HIGHEST | qu 


16 


NUMBER—ATTACK 


5 


au 
The number to attack 


#5 
0 Aa 


#5 


al Moves to the left 


#5 


4 


#5 


4 


#5 


*x 1k 


t 
Score 


7 
25 YOUR SCORE 8 
Mage 


Display moves leftward 


AED) 10W 70 Piay exaurigs 


Start by pressing (5/63 


NUMBER-ATTACK 15 E | 


= Display moves leftward 


@ Too bad, it’s the 
Press @) wrong number 


: las 16S? ream 


$Continue In the same way 


©MA&® Db & 


Press i) } serio numbers have been 
#8 120 TIME OVERSHI 
Hit : Display moves leftward 
a if 
#8 12] | srest 31 your score 21 
Press ; 


i — (To start the next game) 
9 ‘is | 122 | NUMBER-AT TACK | 


The number 
* moves leftward 


13) #8 
14 te 


Score 


® Variables 


I 
Name of 
variable Description Dae ] D 
curt =" ariable escription 
A Number to be displayed Ss Score for thi: eS 
: me y n 
H Highest score K Le — 
[ fe Op counter 
I Loop Counter 5. 
s = KS Numbers of variable A 
-ount on number of attacks J$ Number input 
= 


PROGRAM 


foo) 1) 
CLEAR A 
Sees 


18 H=8 

11 PRINT "NUMBER-A 
TTACK"s $FOR K=1 

TO 1@82REXT K 

15 S=B2H=5$="4123 
456789" 

20 AIT (RANE1B) 
LIF AD1@A=10 

3@ PRINT :PRINT CS 
R 9A SS 

48 J$=HID(A+1,1) 

50 Heat! 


0 IF K$=3$ THEN 2 


rT) 
98 HEXT I 
19a IF 4-58 THEN 14 


r) 
118 GOTO 28 
140 IF SDHsHeS 


158 PRINT :PRINT *T 
IME OVER: HIGHE 
**YOUR SCOR 


178 STOP +4010 15 
208 S=S+12PRINT :PR 
INT CSR 95 "8°3K 


$3 

228 FOR I=1 109 

238 PRINT * "5 

240 NEXT I 

250 PRINT =PRINT CS 
R 63et3S5 "#75 
FOR K=1 10 98+ 
NEXT K 

268 GOTO 188 


wie) 
Total 317 steps 


In this game, you test your powers of 
concentration and recall. You have to 
correctly recall the numbers which appear 
on the display. Each number is shown 
only for an instant. Immediately after the 
number disappears, you have to recall and 
input the number. The computer will 
indicate whether you are right or wrong. 
Some numbers are short and easy to re- 
call, but some are so long that you have 
to be really quick even to read the 
entire number before it disappears. In 
addition, the time that each number is 
displayed shortens as the game progresses. 


RULES AND KEY OPERATION 


A number randomly chosen by the computer is displayed for an instant and then 
disappears, Recall the number and input it. If your answer is Correct, “RIGHT!” 
will be displayed; if incorrect, “WRONG!”. There are 10 numbers to recall in 
Group 1, If your rate of correct recall is 70% or over, you're allowed to go on to 


challenge the next group. With each succ: 


recall and less time to read each number. 


The keys used are @ — ©) and @. 


eeding group, you have 2 more numbers to 
See how many groups you can challenge. 


Domo O MMO © ° 
nonnanow oe ae (ca) 
Dove nwee 


© Starting display 
Group number 


@ Play display 


The number to be recalled 


Correct recall 
Incorrect recall 
@ Score 


8 correct out of 10 


Rate of correct recall 


2 incorrect out of 10 


Rate of incorrect recall 


ANSWER Sez 50am 


Display moves leftward if more than 12 
digits are used 


RIGHT! 
WRONG! i 
RIGHT=8 5 
_ ee 


© When the rate of correct recall 
is below 70% 


© When Group 10 is completed 
successfully 


GAME OVER 


GREAT! 


Start by pressing (5) Pa 


1 | croup 1 pol 


— } 


oT ] 
2 | 97953 | 
The number to be recalled 


| NUMBER? 
| === — 
9795300 Crhsinumies recalled is 


WRONG! 


562 


The number to be rs 


NUMBER? 


ANSWER=97953 | 


J 


5620 


(Display moves leftward) 


3 

4 i 40 ANSWER=562 

5 RIGHT! A } 
a “i i 

6 768721045 50 RIGHT! 
Ls o 

7 | Numeer? viae.| 5] | aisut=s 
76872104309 D B correct out of 10 

8 AN SWER=768721045 52 (80%) 


80% correct recall 
(You can go on to Group 2 since it’s 
over 70%) 


53 mecca 
o Sse ] GHGs 


a 22 answers correct out of 36 


94) 107 ie 
55{svours 108 
56| 220710 =) 109 

110 


(38.9%) 
to) 


GAME OVER 


The game ends because your rate of 
correct recall ls below 70%. 


@ Variables 


N: fie 
vamable Description Nance Description 
A Loop counter E 1 Answer input 
B Number of digits J Number of correct answers 
Cc Number to be recalled M ale Rate of correct recall 
D Display time [ | 


PROGRAM 


7 ‘ IF NCTOSPRINT * 

120 IF C=EsPRINT "R180 7 eH 
TGHTEEI=4160 og rp, e1F TBHP 
RINT “GREAT! *#E 
W0 

200 yey+22 8070 18 


5a C=INT (RANE#Iet 


vaca 
ae) 
Total 326 st 


In Knock-a-Block, you start with a wall 
of 12 blocks. Your goal is to destroy the 
wall by knocking off the blocks. But it’s 
not as easy as it sounds. You'd almost 
think the wall has a mind of its own! 


RULES AND KEY OPERATION 


The wall starts as 12 blocks arranged 6 across and 2 high. It’s divided into 3 sections, 
located over the numbers 4, 5 and 6 as follows: i 


4 5 6 
To eliminate a block, you press either the number 4, 5 or 6, and if luck is on your 
side, you score a hit in the section you've selected and a block disappears. 


However, you cannot choose which block to hit; the computer makes that decision. 

You win 2 points for every block you eliminate. If you miss, in other words, if you 

hit a space in a section where the block has already been knocked off, you lose 2 

points, When 10 blocks are knocked off, you receive a bonus of 10 points, and you 

can continue with a new game. On the other hand, when you miss four times, the 

a is over. If you score the highest number of points won so far, you may enter 
T name in the computer using the alphabet keys. , 


The keys used are: 4) , S) and ©). 


These keys specify the section of blocks from which a block is to be knocked off. 
The alphabet keys are used when entering the name of the highest scorer in the 


computer. 
Start by pressing (5)59 


HIGHEST 92 


tu] Knocked off 10 blocks 
Bonus points added 


bye Soe oe lib a eee 


—S—S 
@ Name of highest scorer 


DISPLAY ====== 


@ Starting display HIGHEST’ Osuna, a Beles S="s SCORE 100 


Score 


=-===- HIGHEST 


by 
Oo 


Name of highest scorer 


NAME? 


Se a ae mane ; moOnwnM 


blocks Your score {lose 2 points | AGAIN(EXE ) 


Enter your name 


for each miss) 


e End of game SCORE 96 


t 


Your final score 32 HIGHEST 100 
i o 
© If you score the highest number HIGHEST press (@) 
fhe 33[ey_varey 


Return to Step 3 


NAME? 


e When playing another game AGAIN(EXE) : 


26 


@ Variables 


Name of ees 
| Variable Description Name o Description 
Gs Key input AS(0)-AS(S5) | Blocks 
I | Score Loop counter | 
J | Oorl y a ull Loop counter 
| a Number of misses . | Highest score 
ee Number of blocks knocked off $ it Highest scorer 
= 
i 


y/ PROGRAM 


a) 
CLEAR Al 
Sac 

18 1=9:K=02L=6 

28 PRINT °HIGHEST" 
iM 

38 PRINT “by “35 

49 FOR N=@ TO 5:A$ 
(H)=4=*2HEXT H 

50 FOR H=8 10 S:PR 
INT CSR Ns fS(N) 
$2NEXT HiPRIAT 

515 

St IF 1¢1@3PRINT " 


Os 
? 


68 GS=KEY=IF G$3*4 
“SIF G$s"5°s1F 
fi$s"6° THEN 68 

78 J=(¥AL(G$)-4)42 
+INT (RAHH2) 

86 IF AS(ID="_“3K= 
K+1:[=1-2:6010 
1358 

98 IF ASCI="="5AS 

(J)="-?26070 it 

a: 


108 IF A$(J)="-" 
(=" * 

118 L=L+1:I=i+2 
126 [F L=1031=i+18: 
L=4:60T0 46 
130 IF K)3 THEN 158 

149 GOTO 56 

158 PRINT CSR 63 *SC 
GRE"313"* 

160 IF [oMsH=1:PRIN 
T "HIGHEST": [NP 
UT "NAME", $ 

170 PRINT “AGRINCEX 
£) “26070 18 


Total 374 steps 


You’re trying to get rid of cockroaches 
with an insecticide spray, but the exas- 
perating little buggers won’t keep still 
long enough for you to take careful aim. 
As you chase after the scuttling creatures, 
if you happen to be pressing the spray 
nozzle just when one crosses your path, 
you’ve succeeded in killing it. If you miss, 
it escapes. 


RULES AND KEY OPERATION 


Using your insecticide spray, you chase after a cockroach as it scuttles right and left 
on the display. If you happen to be pressing either of the 2 keys used to move the 
spray when the cockroach crosses your path, you succeed in killing it with the in- 
secticide, and you score a point. But if you fail to press either of such keys just 


when the cockroach crosses your path, it escapes. 


The keys used are @) and [+). These are used to move the insecticide spray- 


Key © is for moving the spray leftward. 
Key © is for moving the spray rightward. 


ee 


ree 


rting display 


bust a flo: 
Busting a balloon may be easy, but it is 
pretty hard to catch a balloon that’s 
floating about. In this game the balloon 
and the arrow may seem to move in a 
somewhat awkward manner, but you will 
fully feel a sense of impatience while P. Fin 

pursuing the balloon and a sense of satis- Who. - 
faction when you succeed in making a hit. 


ng balloon with an arrow. 


COCKROACH ¥ sal 


| HIGHEST: 13) 
Highest score so far 

® Play display | Y i cm 
> 


T 
Cockfoach Spray 
® Score 


er RULES AND KEY OPERATION 


The balloon sways right and left so restlessly that you drive it to bay. By busting 
the batioon, you win up to 300 points. The sooner the balloon is popped, the 
* higher your score. You start with a time limit (eeuntdown) of 60, which diminishes 

by one number each time the arrow is moved. When you hit the balloon, the time 

, ‘mit increases by 0 to 7. If you fail to bust the balloon after a long time (before 


© End of game 


| Game Over !! 


| Killed ¥- 10 . 


Number of cockroaches killed T 


— 


-«« countdown reaches zero), the game is over. 


——— The keys used are (1) , ©), and ©). These are used to move the arrow 
<EXE> 


AGAIN 


Key is for moving the arrow leftward. 
Key @)is for moving the arrow rightward. 
Key %) js for moving the arrow in an indefinite direction, 


/ 


Pre: h 
SS GDB to start the next game 


/__DISPLAY / 


© Starting Display 


The following display appears on the display at the start of the 
game: 


| 
CWA 2) A= 


The game can be started by pressing any of the keys, (),(6)and 
=). The choice is up to you, Even after hitting the balloon 
during the game, continue to press one of the keys. 


. @ Play Display 


t 0 


7 ; 
Balloon 


55 


Countdown 


@ When the arrow hits the balloon 


@ End of Game 


1 
Score thi: 


yy 


~~ 
So 


© ON OA A WD & 


Start by pressing ea 


HOW TO PLAY (EXAMPLE) 


Jump the arrow by key [=] 


Lemrcarac-y | 1 Toa 


Start by pressing key [1] 


t ie) 59 


Press key (2) to move the arrow rightward 


t oO 58 


Press key (6) to move the arrow rightward 


ime) 57 


Press key (@)to move the arrow rightward 


a 


Score display after a hit 


200 
Lui) | 82s 


Continue with key ©) 


tO 61 


Prass key [) to move the arrow rightward 


Ot 60 


el 


Press key [1] to move the arrow leftward 


tO 59 


Jump the arrow by key =) 


O- ft 58 


12 
13 
14 


25 


Press key ©) to move the arrow rightward 


aes es 


Score display after a hit 


170 


Continue with key [7] 


to 


Or e 


Game over 


2G| cane over | 


Score display 


27 SCORE 1540HI 


Display moves leftward 


QG[cuest 3700 | 


@ Variables 


NERVE-RACKER 


fai) 
CLEAR AG 
(Som Olea 


6 S=0+I=68 

3 PRINT "(1)/(2)4 
(-}"3 

8 B=INT (RAMEIG) 
2L=4+RAMS 

38 FOR J=1 1G Lil= 

I-1 
40 iF I<@ THEN 408 
58 AS=KEY:IF Ag="* 


ho 


THEN 58 
6 IF A$="1" THEN 
168 
78 IF A§="2" THEN 
178 
36 IF A$="-" THEN 
188 
96 GOTO 58 
168 Y=¥-INT (RAMPRS 


)-1:60T0 260 
178 Y=1+INT (RARERS 
)+1:6010 268 


34 


188 Y=INT (RAHE1B) 

208 IF YC; ¥=8 

218 IF ¥38:7=8 

228 IF Y=B THEN 308 

236 PRINT PRINT CS 
R 9515 

232 PRINT CSR B3"0" 


255 PRINT CSR Y3*t" 


248 NEXT J 

256 GOTO 28 

368 T=1B+INT (RANE 
18)S1=1+IHT (RA 
Nie6) 

318 PRINT PRINT CS 
R Bs "#85 

328 FOR N=! TO 58:N 
EXT ¥ 

338 PRINT CSR O3**; 
CSR BsT325=S+T 

349 GOTO 28 

488 IF S)HSH=S 


416 PRINT :PRINT “6 
AME OVER"; FOR 
K=1 TO 150:HEXT 
K 


428 PRINT :PRINT "S 
C 3 *HIGHES 
"SHEFOR KE TO 
1O8:NERT K 


VACS 
(ia) 
Total 428 steps 


_ ai 

Nanas Description Name of Description 
Variable Variable 
Ba 7 You need a good memory to play thi 

ss Total score Eevee 

B Balloon position Ss we game, and good guesswork, too. 10 cards, 

H Highest score | T Score = placed face-down, hide 5 pairs of match- 

I Time limit } Be _ Arrow (1) position ing cards (numbers). Revealing 2 cards at 

J Loop counter i AS Key input command a time, you must find the 5 matching 

= Tocp cout K Loop counter pairs. When the 2 cards you turn over 

don’t match, they are retumed to their 


original face-down positions. The fewer 
turns you require, the higher your score. 


RULES AND KEY OPERATION / 


When the program is started, the computer takes a while to deal out 10 cards face- 
down on the display. When this is completed, you turn over a card at random. Then 
you tum over another one, trying to find the one with the same number. If the 2 
cards match, they are left open. If they don’t, they are returned to their original 
face-down positions. Remember what their numbers were so you can later come 
back to them when their matching partners appear. Continue in the same way, 
always revealing 2 cards at a time. The game ends when you've matched all 10 


cards. The fewer turns you require, the higher your score. 


The keys used are the numerical keys &) — S) and @. 
Press a numerical key to input the position (counted from the left) of the card you 


want to see, Press key @ to reveal the card at the far left, key @ to reveal the 2nd 
card from the left, key ©) for the 3rd, 
and so on. Key &) is pressed to see the 
10th card. After pressing a numerical 
key, press GB. 


| ff _E=S\eere 


Lm le 
mmo wwOM ele 
ce oo) Co ei ia 


[eiesto) 
niciaiopororcrol ed 


we / DISPLAY / 


e Starting display 


The game title and highest score so far 


are displayed before the play display 


@ Play display 


@ When the cards match 


© When the cards don’t match 


e End of game 


e When your score is 
the highest so far 


NERVE — RACKER 


0 


HIGHEST 40 


t 
Highest score so far 


BEER ERREE? 


Face-down cards 


card position 


BSBESSREEEO 


BSHEEE4H88x 


SCORE= 85 


NEW HIGH 


Y tex M0 TO PLAY (EXAMPLE) 


MNOAAaA WD 


Start by pressing (S)Pq 


NERVE-RACKER 


HIGHEST 42 


9 


2B RRER 288? 


2 Do you remember where 
om the other 2 is? 


2080 


Rightl «s-- 


text] 4 
TTT Til) DS 213144m23"2 
fay) MA a the first = 
ATTITitit Ee 29) 2131445230 | 
fee] Try to guess right om 
ATT I RIL be 30 21314452350 | 
= Too bad" o 

= =) 
PTTL tiie 31 SCORE= 85 | 
ea) What's the 7th card? rn 
sunemencee? | QQ[rewhich | 


®@ Variables 


38 


[Name of | Descripti 
variable | VAESTIDHOR Description 
| = | 
L Ss Card data me Ss Number of matches made 1 4 
| ] ~ adam X is shopping at a department 
mi 3 Loop counter | A(O) y i Madam 
| P | AQ) Cards lined up at random store. A pickpocket is snooping around 
M Loop counter | x Number of first card from left her, looking for a chance to steal her 
53 P = a completely unaware 
Ww Loop counter Y Number of 2 wallet. Madam X, completely ‘ 
+— - cr of 2nd’ card fromiett moves from one counter to another 
| uv | Highest score so far i) 1 Score busily shopping. You, the store detective, 
Q umber of times cards are oO Working area have to go after the pickpocket and catch 
i him before he manages to get away with 
the wallet. 
fwoue](1J 
CLEAR AGB ; E 
(Seles First, the pickpocket (P), Madam X (M) and you (I) are displayed in that order 


1B PRINT “HERYE-RA 
CKER"? $="12345" 
SFOR N=@ TO 9:8 
(H)=@2WEXT N 

28 FOR N=! 70 5:FO 
R HL 10 2 

38 O=INT (RANE#1@) 
+ IF ACO)S@ THEN 
38 

46 ACO)=-NEHERT HE 
NEXT ¥ 

56 PRINT “HIGHEST 
wel 

68 G=8:5=8 

78 4=-1:¥=-1:G-0+1 

88 GOSUB 268: INPUT 
XSTF 4)934=-1: 
GOTO 3& 

98 SOSUB 208: INPUT 
YeIF ¥>95Y=-1s 
GOTO 90 

168 GOSUB 208 


110 IF XsYsIF x3051 
F Y@31F ACK)=A 
(Y)STF ACK)<8 T 
HEN 138 

128 PRINT "x*: 60T0 
70 

13@ PRINT “o* 

148 ACK)=ABS (ACX)) 
FACY)=ABS (ACY) 
)IS=S+HEIF Ga5 
THEN 168 

158 60TO 78 

168 T=108-(Q-5)#5:P 
RINT "SCORE="5 

178 IF T)U;U=TSPRIN 
T “NEW HIGH" 

18@ END 

280 PRINT CSR @52FO 
R H=@ TO 9:0-AB 
S (ACH)? 


from left to right. When you input your move (1—2 space(s) leftward or 
1—2 space(s) rightward), you move to the position indicated. But be careful, as 
both the pickpocket and Madam X also change positions at the same time, and you 
have no way of knowing where they will move next. Keep chasing the pickpocket 
until you either catch him (ARREST) or he outsmarts you and makes his getaway 
with Madam X’s wallet (ESCAPED). When you succeed in arresting the pickpocket, 
you score 10 points, When the pickpocket escapes with the wallet, the game ends. 


The keys used are @ , , ©, @ and @ (5 keys). 


These are used to move “I” leftward or rightward, as you try to catch the pick- 


pocket. Pand M move at random. 

218 ages Key @) is for moving 2 spaces leftward. 

.; Key ( is for moving 1 space leftward. 
208 PRINT Key ©) is for remaining in the same position. 
230 NEXT Nt Key {&) is for moving 1 space rightward. 

Key (&) is for moving 2 spaces rightward. 5 7 OD 00 Ca Os) 1G) () a 
‘ vaces 
ae 


£IV DISPLAY 


e Starting display 
When the program is started, the 
highest score so far is displayed, after 
which the starting play is displayed. 


e Play display 
When only P and I are displayed, you 
(I) and Madam X (M) are in the same 


e When the pickpocket escapes 
with the wallet, appears 


© When you arrest the pickpocket, 
appears 


© Score and end of game 


(If you press 


you can start another game.) 


l 


HIGHEST : 10 


Fat | 


t — ee 
Pickpocket Madam X You 


ESCAPED 


ARREST! 


SCORE: 10 


G 


(EXE) AGAIN 


£7 HOW TO PLAY (EXAMPLE 


Start by pressing (S)E9 


© ONDA A WH WD 


Lo] 
() 


| HIGHEST: 1 


Pa eM ! 


Press (4) to move 2 spaces leftward 


P M | 


"There's the pickpocket! 
Press[@)to move 2 spaces leftward 


M Bok 


Press [7] to move 1 space leftward. 


M | 


ARREST! 


The pickpocket has 
o been arrasted 


P M | 


Press(a)to move 2 spaces leftward 


PM | 


Here he comes again! 
Press(T)to move 1 space leftward 


P Mi 


Press[a)to move 2 spaces leftward 


M P| 


Press [=] to remain in Position, 


Te! P MI 
Stop! 


Press[ajto move 2 spaces leftward - 


12 PI 


Press[7)|to move 1 space leftward 


13 MIP | 


Press[6)to move 2 spaces rightward 


14, 


caught you red-handed 


15 ARREST! rd 


16 Po oM I 


ee 


22 ow 
23 
24[ scare 


The wailet's gone! 


41 


26 


@ Variables 


| D5 came Over 2:2 B.- } 


(EXE )AGAIN | 


(Press @j to start another game) 


| “ + . 
T Name of se 
| Name of | Description vanable Description 
variable is L 
| | P | Pickpocket’s position J ! Move ~ 
| M Madam X’s position a 
| ; cr - | Score 
} 


jal 4 
} CLEAR AGS 
| Sees 


AC 
8: $=*41. 56" 
PRINT "HIGHEST: 


J 
$ 


5 
8 
8 


hone 


56 HEMFINT (RANESS 

| 2 

58 IF KOsH=a 

78 IF ADttsH=t1 

98 P=P+INT ( (RANE 
5)-24(-P)/2) 

90 IF Pca:P=g 

{ 108 IF P)1tsp=ty 

f 1G AS=KEYSIF figse 

} THEN 118 


128 FOR N=t 10 S:IF 
AS=MID(H, 195 J= 
H-3:60T0 i4@ 

138 NEXT Ne6CTO 119 

140 I=I+J 

158 IF 103 1=¢ 

168 IF Ipttst=1f 

178 GOSUB 3@8 

188 IF I=P THEN 210 

198 IF P=W THEN 228 


200 GOTO 59 
210 PRINT CSR 5 "AR 
REST! gz 


+18:6019 30 

228 PRINT CSR 3 "ES 
CAPED =": PRT 
AT “Game Gyer*s 
§ 


230 IF S)HsH=S 

248 PRINT "(EXE) AG 
AIN*: 6070 16 

308 PRINT CSR &s* * 
CSR 5" "3 


3CSR P3*Ps 


Total 436 steps 


te Mae 


A spaceship lander — just detached from 
its main unit — is now free-falling, tail- 
first, towards an unknown planet. To 
avoid a headlong fall onto the planet's 
surface, you have to ignite the lander’s 
rockets and slow down its descent. The 
amount of fuel you burn determines how 
much its speed is reduced — but decide 
quickly! Unless you manage to reduce the 
lander’s speed to 100 or less by the time 
jt reaches a height of 100, it makes a 
crash (!) landing. 


SPACE LANDING Rie 


When the lander starts descending, its height is at 6000, its speed 200, and its fuel 
supply 35. As it free-falls towards the planet’s surface, its speed accelerates by 5. In 
other words, its height decreases while its speed increases. You must control — slow 
down — the lander’s descent by igniting its rockets to produce counterthrust. Todo 
this, input the quantity of fuel you want to bum. Once the rockets are ignited, the 
lander’s fuel supply continues to decrease by the amount input and its speed ie 
tinues to change in accordance with the amount of fuel being burned. For example, 
if you input 1,0, the speed decelerates by 5. If you input 0.3, the speed accelerates 
by 2. While the lander’s fuel supply lasts, , : 
burned anytime. You have mie the lander to a safe landing if at height. 100 its 
speed is 100 or less. Otherwise, the lander makes a crash landing. Your score 
depends on the landing conditions of the lander (height, speed, fuel supply). 


RULES AND KEY 


you can change the amount of fuel being 


OPERATION 


43 


i@ 


The keys used are the numerical keys @) — 


These are used to inpu 


amount, as follows 


(Quantity of 


Fuel Burned) (Speed) - 

0.0 +5 (acceleration) 
0.1 +4 (acceleration) 
0.2 43 (acceleration) 
0.3 +2 (acceleration) 
0.4 +1 (acceleration) 
0.5 0 (constant) 
0.6 -1 (deceleration) 
0.7 -2 (deceleration) 
0.8 -3 (deceleration) | 
0.9 -4 (deceleration) 
1.0 -5 (deceleration) 
1.2 -7 (deceleration) 
1.5 -10 (deceleration) 


S),and & 


t the amount of fuel to burn, each 


(Change in Speed) 


©, and @. 


1 key designating a different 


| 


0 oo 


DISPLAY 


e Starting display 
The game title and start condition are 


displayed before the play display. ® 


e@ Play display 


e End of game 
Successful landing 


Crash landing 


SPACE LANDING 


START<XEXE> 


4336—-211.33 


1 1 t 
Height Speed Remaining 
— fuel supply 


GREAT! 


69 85 27 


t i) t 
Height Speed Remaining 
fuel supply 


SCORE 1200 


C-R-A--A--S-H!! 


i Display moves leftward 


a 


YOU'RE DEAD! 


69-193 19 


t 
Remaining 


1 Peting 
Height Speed fuel supply 


Start by pressing (Pa 


a > | 


“SPACE LANDING 


o —— 
START(EXE) 


] 
2 
3 [6000-200 35 
4 
5 


Height — Speed Fuel supply 


5798-205 35 


Press (6) to ignite rockets 


| 5595-201 34 


12 4460-178 28 


Press [@) to change amount of fuel 
burned 


13 4284-175 28 


‘ 15) TST e 26 
* 


46 


Pits a + 


16 


Press (7) to change amo 
burned unt of fuel 


3772-167 25 


30 | 


1630-139 15 


Press [] to change amount of fuel 
burned 


31) 


1496-129 14 


35 


1060— (8iOmine 


Press =) to change amount of fuel 
burned 


36 


974- 82 8 


4] 


65 2— 47 2 


42 (cos- +0 1 
43 | sss a5 4 


face but 


Note remaining fuel supply 


Nearing the planet's su 
running out of fuel — will it land 


safely? 


* 


BI | +67 88 1005S eae 
| 
52 GREAT! | 54 SCORE 2900 
@ Variables 
Name of Descripton ene ch Description | 
G Acceleration Ss | » Score 
H Height Speed - 
P Amount of fuel burned AS Key input data | 
[ Q Remaining fuel supply [ W | Loop counter | 


wai) 
CLEAR AGB 
Sco) 


16 PRINT "SPACE LA 
NDING"? SET FB 
26 Y=-200:1=6008:0 
=35:6=5:P=8 


ah 
4 PRIHT CSR G3" 


? 
5B PRINT CSR 9303¢ 
SR S¥SCSR BsHs 
» 68 FOR 2=1 TO 3a:A 
S=KEYNEXT Z 
~ 76 IF 028 THEN 148 
~ 80 IF ASs*B*sTF Ag 
£*9" THEN 138 
98 IF Ag=*44spmy 
100 IF Ags*-«spot.2 


a 


38 PRINT “START(EX 


118 IF Ag=*#"sP=1.5 

128 GOTO 148 

138 P=VAL(AS)/18 

146 IF P>O:P=0 

150 Q=8-P:0=P+16-6: 
HEH+VH022 =H 

168 IF H)@ THEN 48 

170 IF ABS Hé1G05IF 
ABS ¥4185PRIN 
T CSR 03 "GREAT! 

"25070 19 

a 


180 PRINT CSR @5*C- 
RAR SHIN 
"YOU? RE DEAD!*? 
GO0SUB 218:END 


198 GOSUB 218:S=(18 
BABS H)#(108-# 
BS ¥)«(Q#10+5) 

208 PRINT *SCORE*? 
+ END 

“=210 PRINT CSR 95050 

SR Ss¥ECSR GH 
RETURH 


VAC 

— na 

Total 437 steps 
#4? 


ZERO ATTACK 


In this game, displayed letters are elimi- 
nated one by one. Complete elimination 
has to be achieved within a specified 
number of operations. There are eight 
successive patterns and each pattern has 
to be overcome before you can proceed 
to the next pattern. 


RULES AND KEY OPERATION / 


The moment you start the game, ten A’s will be displayed. The symbol “.” will 
move rightward from the leftmost end. Attack (press key @)) the moment it is 
superimposed on an A, and the asterisk mark “ * ” will appear at the point attacked 
and the point will become blank. An attack on a blank space is considered ineffec- 
-tive. Eliminate the ten A’s in this way. The number of attacks is limited to 15. vu 
other words, the allowable number of ineffective attacks is 5.) If an A or A’s remain 
after 15 attacks, the game is over. If you succeed in eliminating all the A’s, not 
more than eight @’s will be displayed at random points on the display. Arieh 
these @’s in the same way as the A’s. In this case the number of attacks is limited to 


10. a 
7 ‘ e same 
The pattern display changes from A’s to 4,9, o,%, 0, O’sand d _ fe 
rules apply to attack on &’s and the subsequent pattems. When - 


eliminated, the word “GREAT!!” is displayed and the game is over. ;, 


The Keys used are @) and @. 


Each press of the @) key 


constitutes one attack, 


“DISPLAY 7 


e Play Display (A pattern) 


© &~ A Pattern Display 


AAAAAAAAAA 


QO 


a AA 


wo oy 


oo @ 4 


$46 4 | 


-=--AAAAAA er 


a 


O00 BeshsS 


[4 AA aa | 


When all patterns have been eliminated 


GREAT!! 


HO 


Start by pressing (]P0 


AAAAAAAAAA 


—--AAAAAAA 


Attack by pressing ©) 


—-*kAAAAAAA 


ay AAAAAAA 


Attack by pressing ©) 


QW © hb & 


AA AA AAAA 


Attack by pressing @) 
8. 


raat 


—* AA AAAA 


A AA AAAA 


TO PLAY (EXAMPLE) 


33) 


Attack by pressing ©) 


Re hey = 


ee Oe ti 


@ Variables 


Name of eon Name of Z 
Ie Variable Description Variable Description 
} Loop count $ Character data » 
J Number of patterns BS Attack 
K Loop count cs Character specification 
N Loop count a WwW | Loop count 
| PS(0)~PS(9)|_ Character data | - 
NOTE 


In the program, allow 10 spaces within the “ 


” (quotation marks) 


Sem Ges 


18 N=15J=8 

28 FOR I=@ TO 9:P$ 
(1)="A"SHERT I 

38 GOSUB 588 

48 FOR k=l TON 

68 BS="1":PRINT $5 

74 FOR I=8 16 9 

88 PRINT CSR 134" 
53FOR Z=1 70 18 


58 IF B$="8" THEN 


108 BS=KEY: IF Bs=*9 
" THEN 200 
118 NEXT 1 
128 PRINT CSR @s 
138 GOSUB 528 
148 IF $=* 
" THEN 230 


PROGRAM 


156 NEXT K 

168 FOR I=8 70 185P 
RINT P§C1)32NEX 
Tl 

178 FOR 2=1 TO 166: 
NEXT 2 

188 IF $s* 
"SPRINT CSR 83 
"GAME OVER *: 
) 

208 PS(I)=* * 

218 PRINT CSR I3"#" 


220 GOTO 128 

230 J=Je 

240 IF J=1sc$=*4* 
250 IF J=2:c$=*0* 
268 IF J=3s0$=0* 
270 IF J=43cs=*#* 
288 IF J=5:C$="0" 
298 IF J=6sC=*0* 


388 IF J=?s¢g=*s* 

318 IF J=8 THEN 488 

328 FOR I=t 108 

538 PSCINT (RAHES) 
*241)=£5 

348 WERT T 

350 HB 

368 GOTO 38 

488 PRINT “GREAT !! 

. 


418 END 

500 $=**:FOR I=9 TO 
9: $=$4P5(1) NE 
1 

518 RETURN 


vaca 


aa) () 


Total 490 steps 


Your task is to land a spaceship successfully 
on the moon. The spaceship is descending 
towards the moon’s surface, but unless you 
reduce the speed of descent, you'll crash- 
land. To slow your descent, you have to 
ignite your retrorockets to achieve counter- 
thrust, For a safe landing, your velocity 
should be between -2 and 2 km/sec by the 
time the spaceship touches down. The less 
fuel you burn and the less time it takes to 3 Lay 7 


land, the higher your score. : 


% 


RULES AND KEY OPERATION 


The game starts with the spaceship descending at a speed of 20 km/sec from a 
height of 100 km. The descending speed accelerates by 2 km/sec (not true in real 
life, by the way) due to the pull of gravity. To avoid crash-landing, you must reduce 
the speed of your descent by igniting your retrorockets. To do this, input the 
quantity of fuel you want burned (any quantity from 0 to 40k) after the 
“ROCKET?” display. Each kl of fuel burned reduces your velocity by 0.5 km/sec. 
You start with a fuel supply of 180 kl, and if you run out of fuel before the space- 
ship reaches the surface, you’ll free-fall the rest of the way and end in disaster. 
Your landing is successful if your velocity is between -2 and 2 km/sec when the 
spaceship touches the moon’s surface (when HEIGHT = 0). The less fuel you bum 
and the less time it takes to land, the higher your score. 


52 


® Starting display 


@ Play display 


© End of game 
Successful landing 


[ MOON LANDING 


[ 100s 20 f 180 


Height | Speed | Fue “Fuel at game start 
Sterting height Speed st game start 


) 


ne 
= 


Moon's surface 1 space= 10 km Spaceship 


=F 


ROCKET? 


t 
Awaiting fuel quantity input 


LANDING } 
[ TIME 23,5 
Time Hauied 
SPEED 1 
Leuaivesnesd 
53 


Crash landing 


When height falls below 10 km 


When fuel is used up 


GAME OVER 


Moon's surface 1 space = 1km 


Spaceship 


| 
2 
J 
4| 
S 


158 s 50 f O 


Start by pressing [5}59 


MOON-LANDING 


@ Starting data 


h100 s20 f180 


Starting ft t 
ay height Speedat Fuel at 


_game start game start 


) 


} Moon's surface 


: Repeat 3-6 


CRASH enn 


f 


e Variables 


h82 s17 £170 


o Spaceship Crash landing 
ROCKET? GAME OVER g 
Input fuel quantity 
CG)GB\ 10) 


1 


no fuel 


T 


“aes 


Crash-landing 


GAME OVER 


Varuble | Description Name of 
F Fuel remaining 
H Spaceship position Vv 
K Score WwW Quantity of fuel burned 
Q Speed Z Spaceship position 
s as Moon's gravity 


SE SS he 


ne 


mi 
CLEAR AG 
coe)" 


{9 PRINT “NCON-LAH 
DING™:SET FQ=T= 
:V=203 F=1 865 H= 
100:S=2 

28 GOSUB 268 

3B INPUT *ROCKET"» 
WeIF Wa(-46)08 

THEN 3@ 

49 IF WF SKF 

5B Q=¥-W/242:F=F-W 
sHEH-(Y#0)/2 

60 IF Hé® THEN 118 

18 T=T+1 t= 

80 IF F)@ THEN 28 

98 IF WOsPRINT *E 
MPTY"SHE® 

106 GOSUB 286: 60T0 


58 
110 HeH+(¥-0)/2% IF 
HOs He 


128 IF p4sR=H7¥: 60 
TO 148 

130 R=(-¥#SQR (v#V+ 
He(4-H)) 7 (2-H 
2) 

14 Q=¥+(2-4/2)4R: I 
F ABS 04S THEN 
160 

150 PRINT “CRASH*, * 
SANE OVER SEND 

168 PRINT "LANDING" 
tK=10@6F-inT (T 
+R) #18 

178 PRINT “TIRE“3T+ 
Re *SPEED"3¥, "FU 
EL"3F,*SCORE"3K 
END 


288 PRINT CSR 8sF3C 
SR Ss" S*sCSR 53 
YsCSR 43"s*3CSR 

GsH3CSR 83 "h* 

210 C=INT HeS$="="s 
IF C)18sC=INT ¢ 
H1G)+h: Oe" "2 
IF C>itse=i1 

220 PRINT CSR a3")* 
3CSR C0$ 

238 RETURN 


VAC 
ao) 
Total 497 steps 


In this game, you attack each letter that appears on 
the display in quick succession by pressing the cor- 
responding key within the time limit (countdown). 

When your attack is successful, the letter disappears; 
if you fail, the letter remains. Before starting ven 
choose the desired game level and speed. Whateven 
speed you choose, however, it will accelerate as the 
game progresses. You can consider yourself a 
wizard at alphabet key operation once you've ob- 
tained a high score in a game played at the highest 
level and fastest speed. 


RULES AND KEY OPERATION / 


First, select your game level. There are 3 levels, depending on how many alphabet 


keys are to be used in the game: 


Level 1: Bottom row of alphabet keys, Z—E (10 keys) 


Level 2: Bottom and middle rows, Z—E and A—L (19 keys) 


Level 3: Bottom, middle and top rows, Z—E, A—L and Q—P (29 keys) 


wee select your game speed, There are 4 speeds, depending on how fast you have 
© attack each letter. For example, if you choose speed 1 at the start of the game, 
you have 46 counts in which to attack each of the 6 letters in Line 1. If you choose 
speed 4, your time limit at the start of the game is 22 counts. When the count is up, 
sees your chance to attack. Remember, whatever speed you choose, it will 
Fie as the game progresses. The smallest number of counts is 8. - 
a Le ve selected a game level and speed, you're ready to start. When a letter 
noe Ae the display, attack it by pressing the corresponding key. If the attack is 
sful, the letter tums to + and you score one or more points, depending on the 


a 
8ame level and speed. If you press the wrong key or fail to press the right key with- 
chance of attacking that 


in the ti Fae 
€ time limit, the letter remains and you've lost your 


lette ispla 
t. You then go on to attack the next letter that appears on the display- 


© attack in a line, and when you’ve finished attacking al] 6 


There are 6 letters t 
— unless your attacks on all 6 letters failed 


letters, you move on to the next line 


When this happens, the game is over. 
The higher the game level and speed, the higher your score. In addition, each tine 


you successfully attack all 6 letters of a line, you score the number of Points 
arrived at by multiplying the line number times 10 points, and if you successfully 


attack =, you score 50 additional points. 


The keys used are @, ©), GI, @, @, &, & , © (exponent key) and 


the alphabet keys. 


mm ,@, @ and 
pressing one of these keys. 

«© , =), and the alphabe 
Press #3 when no letter is indica’ 


are used to specify the game level and speed. Press GB after 


t keys are used to attack the letters (or characters). 
ted on the display. 


= 
EZ. = enya 


: |= 


T 
|| 


e Starting display 
First, game level/speed input await condi- 
tion is displayed. After you select the 
game level and speed, the highest score so 
far is displayed. 
Then the game display appears. 


e Play display 


Score display when a line is completed. 


® End of game 


LEVEL: 1,2,3 9 


a 
Waiting for game level Input 


SPEED:1,2,3,4 9 


Waitl me 
5 Waiting for geme speed inpur 


HI-SCORE= Q 


1 
Highest so far 


| > Seat an) 


Not yet indicated = 
Line Score 
| ++Bt+S x 1 @ 


Successful 
attack Failed 


1 
Prepare to attack 


attack 


LINE = 1:SCORE = 17 | 


Score display for Line 1 


GAME OVER! 


Qo 


LINE =5:SCORE = 180 


ij } 
Line number Final 
at game end score 


start by pressing (S)E9 


1 Levettieee 37 | 
[bates 


evel 7 issierse 


The faster you attack, the higher 
your score 


7 Lae eee 


Press (= to attack 


Press oe (u 


Dis SPEED! 1, 2 


: Display moves leftward 


eae 5 
++---- 1 ® 


AB 


B [cenit 213.4? 


Press (PIGM (Speed 2 selected) 


4 | H1-scone=30 


13+ a 
++W—— Sa 


14 ++ | 


Display moves leftward 


Press (¥)to attack 


5 1-SCORE=305 | 


Z| — 1< 2a 


The attack was successful 


+*---- 1 0 


10 


60 


15 a | oom 
16 
17 


++W*x-- 1 0 


++WZ-— 


LINE=1:SCOR 


? Display moves leftward. 


1:SCORE=60 


34 =---- 2 60 | 


Press (S)to attack 


35 ++----~ 2 60 | 


XY=WZV 6 185 | 


GAME OVER! ' 


LINE=6:SCOR | 


Minter 63 =8:SCORE=1885 | 
® Variables 
N; f z ee 
[saa err: [Risie 06 | Deine 
A 


Speed (oop) variable 


Number of lines 


C$__| Key input 


Game speed 


DS Character selection 


| ee 


Number of successful 
attacks in a line 


Score 


Highest score so far 


Beginning of character String 


QWE...=E 


J Loop 
ea Game level 
pbs 
ee | 


Conversion value 


61 


(CHANCE IT 


pe is a very simple game of chance. You 
and the computer each draw a card, and 
the one who draws the larger nunibee 


om 

ee wins the round, Since 

‘ ° you must place a 
OLEAN bet before you draw your card, the 


chance factor is greater Try to gues 
. S 


when you'll draw a high c: 
ee gh card and bet 


18. $=*QHERTYUTOPAS 
DFGHJKL=ZXCYBHA 


26 INPUT 
23 KEL=S-K)* 
| 


{9+134=99/ (384. 


) 
INPUT "SPEED# 1, 
FOR N= 


PRINT “HI-SCORE 


="423 160 IF Ds="="s7=¥#5 
50 FOR N=! 10 188° a : : 
WT NEX=8 176 GOTO 198 tween 10 and 50 chips m ihe i. 
68 i eaieaeedel 188 HEXT J and you each draw a cabins pane na single bet. After placing a bet mie 
FACS AR4 190 NEXT I The loser must hand over the wai aoe ~ the one with the larger munees wea 
78 PRIKT :PRINT CS 288 IF X=63¥=¥+104P drawn ~ !!! — the wi ‘umber of chips staked to the winner. When an A ‘ 
R a;*-——"} 210 PRINT ""3P=P+1 , h ce is 
3 220 IF X=@3PRINT =P 
38 FOR 1=8 10 5 RINT "GAME OVER 
98 PRINT CSR I3‘#* iss 
FOR Net TO 58 225 FOR Het TG 108: *¢ (ie 
“EXT H HEXT Bk oe 
108 DS=HIDCIRT (INT 238 PRINT :PRINT "L = Jack (11 = aa 
(RANE#180) /4)¢ INE=":P-13"2SC0 ) Q=Queen(12) K=King(13) A= Ace (1) 
1) RE="3¥3 
119 PRINT CSR 13083 240 IF x38 THEN 58 The keys used are th i 
120 FOR J=8 70 Ae2 258 IF 2¢¥:Z=¥ fe numerical keys ©) — ©) and @. 
138 CS=KEY 268 STOP :60T0 18 The numeri 
148 IF C$sD$ THEN 1 the ane ae pa eo ee input 
A Staked, i 
MPut, GD is pressed, Ba 
7 } if 
sYot + [s) . Oo Go) 6 
1EY-¥+Ke(6-INT , fefesfeapeste ye Soe 
DOOM ww Si 


(Av4)) Total 502 steps 


r 


LD |) ere 


(peasy > 
| ¢ Play display 200 ere et) ig Start by pressing (5) 59) < 
| Play starts as soon as you start the Wilts eee ia 2 NUE si | MiGs acs, Se 
eaten Your shies Sesler’s, Number I | 200 300:1 1] | oxkxs Sel 
BE T.:.:2? a ; are Biss acer 
~ Awaiting input on numbe Tre : ary 7 ee 
| orchipnated 2 | eR 1Q| vou:se . 
| [ YOU R % CA RD:i4 i Press SGD Stake 50 chips oS =s 2 
| The card youjustdrew = 3 YOUR CARD:8 13) 280 a 5 
4 see oie o The card vous drew ee oe Z 3 
3 RIGHT ON i 
| ea card (Deoler's card 4 _—__ ee 3 | 14 B E Bi] . ? 
np Here we go} Som a? 
YOU: 50 = t 
= 7 5 | Sas 15 YOUR CARD?:6 
Winner Chips won +— ns 
. < = fexe] Dealer's card You win QO 
When it’s a tie — 
Salil =) << ue 6) YOU: 50 16 APE | 
Chips go to winner of next bet as You wen GO chins! Ps = 
© End of game If you win YOU WIN We 250 250 :2 17 BKKA 
oo! ~ Your chips a Oh nol 
If you lose YOU LOSE 8 | set: 18) veacen:i00 
Twice the number of chips 
' Sem staked go to the dealer 
ig : 
a 9 YOUR : 
CARD:Q ; 
If it’s a tie TAGE i 
— a Pretty good : 
IO} ricut on 52 vou win 


64 


ee en Sle eatin Py 


@ Variables oS 
r Ra Name of Description 
Rune of Dowie variable Number of chips to go to next 
N Number of bets N pet ne nae to go to next You and another player play this game, 
T =" Ww bet when a tie Taking turns, you each bet 5 times. Your 
Y Your chips ; aad highest objective in this game is to hit 
Z Dealer’s chips P Your card 777. When you do, you win 500 times 
fas Loop counter — the number of chips you bet. Also, 
Sra ETC Q Dealer's oa though less exciting, if you hit a number 
X__| Number ofchipsstaked | © Random integer AUIS with two sevens — 771 or 277, for 
eae ; st $ Types of a J,Q,K, A) example — you win 10 or 20 times more ¥ 
| TS | Your card (2,34 09s Ts Ty Qe Ke than you bet. When you and your oppo- 


os Dealer’s card 


=_ 


a) 
CLEAR A&B 
(Slew GIES 


18 ¥AC 

15 Ne157=288:2=368 
1$=°23456789T I 
Ka 

28 FOR S=@ 70 12:A 
(S)=S+4:HEXT $ 

38 GOSUB 228: P=0:T 
$-#1D00, 1) 

48 G0SUB 229:0=9:)) 
S=A1D(0, 1) 

58 PRINT CSR 9sH5C 
5R 95 "5 "3CSR 53 
Z3CGR OY 

68 PRINT :IHPUT *B 
ETS *,R21F 2)¥ T 
HEH 68 

76 IF X105¥=t9 

98 IF ¥)505%=50 

98 PRINT *YSUR CAR 


PROGRAM 


188 PRINT $3 "#48"; 
Us 

118 IF P&t3 THEN 14 
t) 

126 IF 813; ¥=%82:6 
OT 178 

136 ¥=#2:6070 158 

148 IF Q=13;K=x92 

150 IF POs Y=Venex: 


168 IF PcOsZ=Z+MeX: 
Y=¥-R: PRINT "DE 


GOTO 18@ 

178 H=WAV4X92: ymgey 
=¥-422=2-H3 PRIN 
T *)TIEC*3W 


OS 


186 IF Z)051F 7)851 
F NC253 HHH: 60 
TO 36 

198 IF ¥)2sPRINT *Y 
OU WIN"SEND 

208 IF Y<2sPRINT "Y 
OU LOSE": END 

218 PRINT “TIE*:END 


228 R=INT (RAHES15) 
TIF FRAC ACR)=. 
4 THEN 226 

230 ACR)=ACRI+. 150= 
INT ACR)=RETURN 


VACGS 
iG) 
Total 536 steps 


nent complete 5 turns, compare your 
chips to determine the winner of the 
game. 


RULES AND KEY OPERATION } 


Both players start with a credit of 50 chips. First, input the number of chips you 
want to stake in the bet. You cannot stake more than what you have, so at the 
Start of the game, the maximum you can stake is 50 chips. Next, press key gg. The 
computer then flashes 3-digit numbers one after another on the display. Stop a 
number by pressing key @. To win your bet, you must stop a number with the 
same pattern as one of those shown on the next page (table). Depending on the 
pattern, you can win many times more than the number of chips you staked. For 
example, when you stop 777, you win 500 times the number of chips you staked. 
If the number you stop does not correspond to any of the patterns given, you lose 
the chips staked in the bet. : 
After you and your opponent repeat the above play 5 times, compare your chips 
and determine the winner. If one player loses all his chips before the other com- 
pletes 5 turns, input @” after each “BET?” display and continue to take your 
turn. 


PATTERNS . 
| 500 times foXeKe) 50 times 
: : : 20 , oo* 5 © Second player's start 
*77 10 mes 3 
7*7 5 o*xO 2 
7** 2 
| *7* 1 
**7 1 kK. ee Any number 
Ovratters Same number 
| 7 
| The keys used are the numerical keys @) — ©) and &. 


The numerical keys are used to input your bets, and @B is pressed after each such 
input. Press ©) to stop a number. © End of game 


DISPLAY 


/ © First player's start } 
#-1.1 
t t 

Ist player Bet number 


es) 


Start by pressing 


q H#-1.1 


~ Pst player? 1st bet 


CREDIT 50 


1 
No, of chips held by 1st player 


| BET? j e] 


4 


eat, 


CREDIT 50 


bo 


t 
@ initial credit 50 chips 


° 3 B Bion? 


- 
Awaiting input (Must be within your 
credit) 


Input No, of chips you want to stake 
In the bet. Must be within your credit. 


68 


a 


#-2.1 


2nd player Bet number 


CREDIT 50 


+ — 
No. of chips held by 2nd player 


BET? 


Input No, of chips 2nd player wants to 
stake In the bet, Must be within his cradit. 


#-1 WINS 


If 1st player wins 


100 / 50 
Ast piven 2nd player's 


credit after 5 bets credit after 5 bets 


TIE 50750 | 


When both players end with the 
same credit 


Press (GER 
(1st player bets 10 chips) 


Press (©) 
Try to stop a number with a 7 In It 


13 es } 
at A number js stopped 


[4{seuree 20], 30 


; 
2 times the number 
of chips you bet 


a 
15. #-2.1 
f and [1st bet oy 
@ player 


16) creo! T 50. 
IZ 27? 


Press (2)(@) G9 (2nd player 
bets 20 chips) 


18 523 


3-digit numbers flash one after 
} another on the display 


© Variables 


29) = 


Too bad, it doesn’t match any 
of the patterns 


| 31 ocHiPse ~20 


@® 20 chips are subtracted from 
2nd player's credit 


32, #212 


t 
2nd bet 
Both players bet 5 times 


| 43i aa wins 1 


7st player wins 


Name of| sae 
variable ; Description oer Description 
A(0) | Ist player’s credit P Number in hundreds place 
A(1) | 2nd player's credit Q | Number in tens place 
- Credit working area R Number in ones place 
1 ok counter Ss 3-digit number 
. oop counter 4 Number of chips bet 
L _| Number of operations Z$ Key input data 


| 
| 
4 


PROGRAM 


Tea 
CLEAR AGS 
fac 


18 ACB)=582 RCL)=58 
FOR Het 70 StF 
OR L=# 70 1 

26 PRINT “8*5(L+i+ 
(H/18))¥(-1) 

38 PRINT "CREDIT": 
ACL) 

48 INPUT “BET*, 4:1 
F ACL) THEN 4 
C) 

58 GOSUB 280: %=%#T 
SACLI=ACLI+REPR 
INT CSR 85 °*CHI 
PS#*3% 

60 NEXT L:NEXT 4 

70 LF ACB)DACLSPR 

INT “#-1 WINS": 

GOTO 198 

IF ACB<ACLISPR 

INT *8-2 WINS": 

GOTO 198 

9@ PRINT “TIE™S 
168 PRINT A¢B);* 7° 
ACL) SEND 

200 S=INT (RANE*108 
OIF S<114 THE 
N 208 

218 PRINT CSR 533 

228 Z$=KEYIIF Z$="8 
* THEN 240 

238 GOTO 206 

240 STOP :P=INT (S/ 
10@):Q=INT ((S- 
10B9P)/18):R=S~ 
Px] 08-0918 


od 


250 IF P=Q51F P=R31 
F GR THER 278 

2668 GOTO 298 

278 IF P=73T=580=RE 
TURN. 

288 T=56: RETURN 

290 IF PQ THEN 328 

300 IF P=731=282RET 
URN 

318 T=5RETURN 

320 IF QR THEN 358 

336 IF Q=73T=12 RET 
URN 

348 T=3:RETURM 


350 IF PR THEN 388- 


360 IF P=?sT=5:RETU 
RW 

378 T=2:RETURN 

388 IF P=?3T=2:RETU 

RR 

390 IF G=?3T=1sRETU 
RN 

498 IF R=73T=1RETU 
RM 

418 T=-1:RETURH 
vacea 
ae) 
Total 540 steps 


7 


Pit your Strength against the computer to 


win this war of numbers. To wi 
encounter, you must 

larger than the one held 
by guessing correct] 
But even if 


in each 
input a number 
by the computer 
y from the clue given. 
you keep winning, don’t 
slacken your guard — there’s a decisive 
battle to be fought at the very end, and 


if you lose this battle, you have to Start 
all over again. 


The number you input to challen 
your score. If you lose the enco 
than the computer’s), you receiv: 
twice the number held by the com 
You must be careful what numbe 
end up with a smaller score than 
encounter. For example, say you 
Your score automatically become: 


Therefore, choose your number ¢ 
greater than the computer’s. 


72 


€ ones, tens and hundreds positions of 
- To input your number 


, you can either choose fri 


ge the computer is automatically subtracted from 
unter (in other words, if your number is smaller 
© no additional points. If you win, you receive 
puter. Now, this is trickier than it seems. " 
r you input — if your number is too large, you'll 
at the start of the encounter, even if you win the : 
Start with a score of 4,000 and you input 1,000. 
s 3,000. Then, if the computer's number is 150, 
you win 300, making your score 3,300, which is less than what you started with. 
arefully and try to input a number only slightly 


TF 


2 


qh 


oO 


eas ae ae 


E ds. If, on the other hand, 
0, you lose the war and the game en ne > 
eee ee 000, you and the computer fight a ra oe 
Bae ie winner of this war. This time, the Sry: - sas a ey : , 
determin kee EGE 
a key from among sd 
a a the one displayed. The numbers held by sa ae eis by 
pa If you win this battle, the game ends. If you lose, you 
from : 


and ©) . 
The keys usedare J —-@, O,and@,@,0,0,8,0 


Key @ inputs 250 
Key @ inputs 500 
Key @) inputs 750 


inputs 1,000 : 
me Ss i orencad to input numbers other than the above. After pressing 
£ 


sen, then press @B. 
press the numerical keys that correspond to the number chosen, P 


Example) : 
: Bee ©,@,@, &, B, to input 125. 


Keys (a) — (6) are used in the final battle. Each key hides a different number. 
1oose the one which you thin les a number smaller than the one displayed. 
Ct f th hich think hides smaller than th displayed. 


er 


‘DISPLAY 


| x SY HOW TO PLAY (EXAMPLE) 
@ Starting display 


The game starts as soon as the program Is - 
5000 ~ Stert bY pressinal ies ue pe 
i x | 19 {5 s== 19868 | 


oF 18 --"- 50 00 ee o 
> Your score 
e Display of the number held by a 


Press (1) (input 500) _ 
the computer : Press (2) 


16 3215 5388 | ia 954 4500 1 201 15 555 “10226 | 


ig Ai “held by the computer 
U Number held by the computer | Wantos) 


| 10 we 6020 | ; | 10 --— 2] | 15 *** 19 10225 


Displayed only when the number you freee (@) (input 750) 
your score reaches 0, _Input is greater 


| 10 802 3750 22 ABCDEFG? 6 


SURRENDER! 


Number held by the computer 
(You lose) 


Final battle a ' 1 6 3 750 
(when your score reaches 10,000) ABCDEFG : 5 2 = a 


Press (@) (input 1,000) _ 


16 493 3736 
2 We score = 3760 ~ 1000 + (493x2) 


Key selection Computer's number 


Number hidden in th 
: . in the key you chose 
When you win the final battle 


VICTORY! 


U 


16 eK 3736 


Don't press (G) too many times 


© When you lose the final battle 


[ReTREAT! Pross [=] 


13 ---— 3736? 


Za 
8 
9 


Saza 


gous 
10| 13 733 3379 34) sunnenven! 


@ Variables 


Name of , sscrntl Name of i i 
Nariable Description variable Description 
Cc Number in tens position of D Ww Number held by the comput, 
he - _ er 
D Numbers designated by A-G_ | >.< | Number in hundreds Positi 
23 ae ion 
M Number in ones position of D xi Number i iti 7 
[oN Numb: T a ee 
h umbe: i Hi 
Y EN umber input Eas IL Z | Number in ones Position 
Pp Number of encounters | i 
hee (source of random number) AS | Key input data (0, 1~3, «) 
T Sum of numbers in ones, tens | 
| _* _|_and hundreds positions Ie Q Loop counter 
U ¢ jen paane 
sh e BS Key input data (A-G) 
Vv | Number displayed when score * 
l reaches 10,000 He 


PROGRAM 


88 H=250*(YAL(AS)+ 


CLEAR AMM 210 BS=KEY:IF Bg=#* 
ao 1) TIF Bs 
(Siew )a8 
ee 200 FOR 1-110 tie 
82 IF UCLeSSPRIAT oe 
SY=INT (Rabat 98 PRINT CSR 5szs 238 NEXT I 
J3Z=INT (RAW SR 45 ape 248 D=INT (RANA) 
a OsTe4vte2 CSR @sT3:60SuB = fa IF 0)93D=D-9 
v8 IF XSYSIF X8251 388 NT CSR I-13D 
F 32 THEN 5@ 180 IF KDW 7260SUB 986 
4 S070 29 110 PRINT ae 2 268 IF D)VsPRINT CS 
56 =k 188+Y94 2: +5 :60SUB 30021) R BS "RETREAT! * 
#:G0SUB 906:60T 


PRINT CSR 234 ® 
0 18 


#0SR @sTSCSR 43 40 THEN 
ESR OTE CSR 43 208 : 
68 ASKEYSIF ga 120 TF Us@sPRIAT :P a 
re TIF Ass"9 RINT CSR as"SUR R G3 "¥ICTORY!*: 
asetze: RENDER! *: Ep oe 
MD" ies 130 GOTO 29 988 FOR Q=1 TO SO:N 
Wp Ags*.> THE 288 Y=INT (QANES1@) EXT Q:RETURH 
ZS="ABCDEFG ss 
76 IF Ag", «334 G it: VACgS 
ie60TO 9g PRINT CSR @5* * ae) 
a Total 543 steps 


In this game, a battalion of knights takes 
on a force of fierce dragons. No matter 
how many dragons your knights slay, the 
dragons just keep coming and coming. 
You begin with three knights, and the 
game is over when all your knights are 
wounded. To achieve a high point score, 
you have to slay as many dragons in as 
few moves as possible. 


Wi 


RULES AND KEY OPERATION 


The battles between dragons and knights are conducted on a one-to-one basis. Move 
your knight left or right either to chase or escape from the dragon. The dragon 
moves automatically to chase after the knight. The two take turns moving. When 
your knight catches up with the dragon in a move, the dragon is slain and you score 
a point. On the other hand, if the dragon catches up with your knight in a move, 
the knight is wounded and taken off the play. Both dragons and knights move 
0 — 5 spaces at random. When you score 2,000 points, a new knight will be added 
to the play. The fewer the number of moves it takes your knight to slay a dragon, 
the higher your point score for that battle, When all your knights are wounded, or 
when 7 moves fail to conclude a match, the game is over. If you score the highest 
number of points won so far, you may enter your name in the computer, using up 


to 7 letters. 


The keys used are: (1 and |S) 


These are used to move a knight. 
Key-@ is for moving the knight leftward (within 0 — 5 spaces). 


Key & is for moving the knight rightward (within 0 — 5 spaces). 


When it’s the knight’s turn to move, | wa 
[ae 


the display will indicate, “1 or Eye, 
Press either (1) or @), and then = ekataio |o 
a Oh- ala|=|2 
Dm wie oon moos SIE) 


press GB key. D 
Rm @c we moc co os SC) 
Tp) @) G0 oo os) eo lop (2) 


+27 


/ DISPLAY 


® Starting display 

(The game begins ir mediately 
n the SlandPakeys are 
| pressed) 


i ® When a match is concluded 
| (score or one less knight) 


nis not concluded 
after 7 moves 


® If you score the highes 
ee ishest number 


| © When a matct 
] 


-—— 


Lt oe 
t 
aye Knight eo 


37 


iPeaee * 
[1 14-4 804 14x one 

Meche ae tee 5 
. _concluded 


Game ends after this indicati 


r-—- 


ion 


[ NAME ? | : 


Enter your name (within 7 letters) 


| Game Over 


J 


| scone—2000 


a 


[HIGHEST 2000 7 
[ by: | 


Start by pressing (S)Pq) 


91111611133 


fl, SOR 6 Gz 


Press (3) to move 
the knight rightward 


Tt 61 138 


161119111 


© MNOAGA AWD 


1 Of 3-2 


Press (Tif) to move 
the knight leftward 


961111111:3 


8 et ee x2 


D111 1 tee 


1s :OF” 3589 


Press G)G to move 
the knight rightward 


TIDVIGVTIHE2 


— 
So 


HOW TO PLAY (EXAMPLE) — 


Il 


118111111x1 


The knight is wounded 


I2 


16111119121 | 


Nee; 


Td 


691111111931 


20 rete | 


Press (SB to move 
the knight rightward 


‘he dragon Is slain 


BENCH!) 


- _& a ce 
awe?) SQ) sicwesr=asoq 9 
50. ae Over : | 53) by : JOH nN = 
a 
51 “‘SCORE-2500 


@ Variables 


—] 


Description 


Number of inputs 
Score 
Highest score 
Key input 
Number of knights 


;~ NOTE 


| 
In the program, allow 12 spaces w in 
Bnei ow 12 spaces within the (quotation marks) in 


PROGRAM 


of) 
CLEAR Ag 
Sees 
18 =@sP=B2K=INT ¢ 
109/9)3FOR 2=3 
TO 1 STEP -1 
20 N=B21F P=851F U 


30 S=9:60SUB 18826 
=T-1 
48 05=" 


50 N=H+1:G0SUB 268 

SPRINT CSR U5" 
“38 

R BF 

68 INPUT "L or 3") 
x 

70 IF XsisIF 43 T 
HEN 50 

88 $=6:60SUB 1882J 
=H-(X-2)472 6080 
B 220:H=s 

90 IF G=HsQ$="0°:6 
OSUB 198:U=u+18 
*INT (1884) 260 
TO 28 

188 GOSUB 260:1F H> 
63 [=64K260SUB 2 
18:60T0 158 

116 GOSUB 180: J=o+T 
*SGH (H-6)=60SU 
B 228:6=3 

120 IF GsH THEN 58 

138 Q$="X":G0SUB 19 
@:NEXT Z 

148 PRINT CSR 03° 


158 IF U>¥s¥=Us IHPU 
T “HANE", BS 
168 PRINT “Gane Ove 


178 PRINT * by?"5 
36070 18 

188 T=INT (RANEHS)+ 
L:RETURN 

198 I=K+Lethe? G0TO 
218 

208 [=K+LOtGsS+10tH 
8 

210 PRINT CSR 10525 
CSR 185Q$5CSR @ 
s1ssFOR Wet 10 
SOO3NEXT WERETU 
RN 

220 IF J<OsJ=8 

230 IF J>83J=8 

240 RETURN 


VACES 


Total 543 steps 


, the bear, goes around eating as 
many berries as Possible, trying to avoid 
those that are Poison. If Bozo fails to eat 
a berry before he opens his mouth g 
times, the berry changes Positions. It’s up 
to you to move Bozo quickly enough so 
he won’t go hungry. The game ends either 
when Bozo fails to eat a berry within the 


established limit or when he eats 3 Poison 
berries. 


When Bozo succeeds 


in eating a berry, 
before he opens his 


mouth 7 times, t 


Poison when Bozo o 
berry tums to poison, 
increases by one, but this allowance 
also ends if Bozo eats 3 poison berries. 


The keys used are (0 ,@) 3), @ and 


Key @ is for moving Bozo 2 Spaces to the left, 
Key @ is for moving Bozo | Space to the left, 


Key is for moving Bozo all the way to the right or left in one bound, depending 
on which direction Bozo is fa 


Key @ is for movin 
the right, 
Key @ is for movin 
the right, 
Using the above keys, You move Bozo 
to score as Many points as possible, 


5). These are used to move Bozo. 


cing. 
8 Bozo J space to 


& Bozo 2 spaces to 


(OW ma Slo a 


e Play display 


paiet diately when 
e begins imme: 
The gam keys are pressed. 


the (5) and 


Poison berry Bozo 


@ When Bozo eats a berry or 
a poison berry 


@ End of game 


The game ends when Bozo ee 
poison berries or when he fails to eat a 
berry within the limit given. 


The berries appear on the display at least 8 spaces away from 


i ove Bozo accordi 
to guess when the next berry will appear and m 
can eat the berry fasfer- 


@ Variables 


Press : [ Name of | Desciipti Name of 
to Nam escription 
the io MOve Bozo 1 L varia | variable 


> JRA tae A Number of tries allowed K 


Press (@) to mous bana ine cay anput Q X or not X 

the ore to move Bozo 2 spaces to ¥ hac Keyan = = —__—— 

—_—_—__— i. | When to indicate * 
ez Number of Xs 


= Ga ] RAnEE:) é nt 
‘ren Be (Bros 13) 5 | sae) 
s [4] to m lee O-==S ae | 


ove B ae 
hi OZ0 2 
the left spaces to er of tries 


Z\ 


+ 


“Position of O 


Press [ator Position of Bozo 
SS [q) to move Bono 
the ioe Move Boz0 2 spaces to 


Pres Glan 14 8 Var 
the left (> TOY® 8020 2 spaces to ——_ ° >> 


Ss, | : Continue in the 
ress [1] to move Bozo 1 abaceaa same way 
the left ve Bozo 1 space to 


F *?, =raseeed on) 
J CLEAR AG 


Polson berr: sate 
YI Bozo at a poiso, BS 
(3 n by ty 
Press (1) to move Bozo to the iff ES) 


10 DS=")*2ES=*C SIF 
L $eD$2Q=11:9=028 98 CS=KEY:PRINT CS f 
fren DS =9:060 ROSIE CSS 198 PRINT CSR a5 "#" 
to the right nz? Bt the way 28 AFA-LiM=O31F AK "." THEN 128 $tFOR Wet 10 16 
ee ; 1 f=1 190 IF F5=D$30=-126 Ra 4 
] 34 PRINT CSR 3*— 288 TF HALS30=0+125 
a 1 =3-LH1F 0-3. THE 
SMadoiat . a : @ IF ose" t"sG=0-1 W236 
Made iti 32) CE _- I ( tFS=0$ 216 S=S+i:G0T0 28 
SOO s=ae — #168) /(A#2)2 1 130 IF CS="4"30=0-2 228 NEXT J:PRIHT CS 
tek Lal Press [3] to move Bozo F K-INT K=O5Het sFS=0$ R Ps*-*seIF I4A 
Press (5) to move Bozo Hurtyl the right Re Ha RCE aisi-I 140 1F ($=*3"10=0tt THEN 43 
= SAREE tO she! right : : 5@ P=INT (RAHE*L2) TFSSES 258 PRINT :PRINT "6 
[ tIF ABS (F-W)45 150 IF C$="6"3 0-042 ane Over“:PRINT 
a — THEN 58 TFS=ES *SCORE*}-S380T 
z 60 FOR J=1 TO (N= 160 IF Q¢B;Q=02FS=E 018 
i ae . 178 IF OD1U3Q=L15F$ 
=H+i: 6070 86 =)$ 
7@ PRINT CSR P3*0* 188 PRINT CSR QsFSs VAC 


7 Oo 
| 35 526070 9B IF GSP THEN 22 =o) 
"Don’t turn to poleoni SCORE-14 E 86 IF A)B;AF8 a Total 543 steps 


isont 


al\ | =| o| 


Score 


4 


PROGRAM 


2 
3 
4 
5 
6 
il 
8 
9 


— 
by 


Score display (Game over) : 


It’s your team’s turn at bat. The com- ? 
puter’s the pitcher. This pitcher 


With Poo Reed eat DISPLAY 


. ie ah 
e Starting display < 


and 
wham that ball. See how many points 


have to do is get the timing ri 


e Play display 


G 
er of strikes 


Numb 


: u 
| Eachi=t : ni : , 7 | ee 2-BASE HIT 
iH Zach game constitutes an inning, When the program is started, a ball (*) is pitched ae ib 
a to the Ist batter at home base (H). Press a key (any key you like) just when the ball ear y 
| reaches home base. If your timing is right, the batter hits the ball. The computer | FOUL 
tells you whether it’s a one-, two- or three-base hit, homerun, foul, or out, If your | 3-BASE HIT ; 
| timing is wrong, the batter misses completely, and it’s 1 strike. After 3 strikes, the u 


| next batter comes to bat. Whenever there’s a hit, the runner () is displayed moving 
from home base to the appropriate base. If there’s another runner before him, both 


are shown. When a runner teaches home base, your team scores a point. The game 
ends with 3 outs, and the team’s score is displayed. 


| You can use any key you like to hit the ball, except the following: 


Le = 
Ze | ease 

oS: keep josee 
CO G6 0 OD is ee CO) Ge ooo Ge = 
(CE ca aa oO OD 


OB Ce) FE) CW) ao Oe Oe CS) 


g 


7 
Final score 


4 


Start by pressing (3)pa 


* oH 


Press (=) 
reaches home base 


1- BASE HIT 


i] 


oy t | 


Runner moves fr 


a 


‘om home t base to tsi 
t 
_ base = (rights to er 


SCORE 0 


(any | key) aeeann as the ball ae 


Iait 


Runner runs around 


the bases and 
ight to left) 


ee | 


ey 


2. 


epg 


. 
seep 


Stiok, fur: 


e Variables 


Name of Description Name of | Description 4 
Number of outs U | Ban position (loop counter) =| 

[ is || Number of strikes Vv Rapdom number for deciding 
I Ball position (loop counter) Z Type of ball 
J Loop counter A(i) les base aes ay Ist base | 
N Runner position A(2) 2nd base feeuiney rab og base 

[ 5 Score AQ) 3rd base fate De base 

| a Number of base hits ACV | Cee aie ara ‘| 


AW PROGRAM / 


mn 
CLEAR A 
fegemnicl 

18 ¥AC 

15 $5748 

28 FOR I=@ TO i1 $ 
TEP RANDY. 3 

38 PRINT CSR iste” 
CSR 18s *H*S3FO 
R oe TO S:NEXT 


35 Pau CSR Xs" * 
RSTSKS=KEYS IF 

“KS="ENERT I 

48 IF INT 1-16 THE 
N90 

58 F=FH:PRINT CSR 

asFs*-$s 

55 FOR G=1 TO 58: 
EXT G:PRINT :ST 
oP 

6 IF F=3;E=E41 PR 
INT E5*-0":F=@ 

70 IF E=3:PRiNT °6 
ANE OVER" 


86 G0TO 


R ste? 

35 FOR G=! 70 3'NE 
aT GEPRINT CSR 
Yee ee VotENERT 
I 

10@ 2=INT (RANE 18 
)EPRINT CSR 85 

118 IF 24193 1F F=23 

PRINT “FOUL*:F= 

136070 58 

IF Zé493PRINT * 

FOUL":60T0 38 

120 IF 24245PRINT * 
HOMERUN": 1=4:60 
TO 176 

138 IF 24543PRINT * 

oe 


115 


T6070 178 

148 IF 24623PRINT * 
2-BASE HIT": T=2 
26070 178 

150 IF 24685PRINT * 
S-BASE HIT"? T=3 
6070 178 


168 PRINT “OUT*:F=3 
SH0TO 68 

170 ACB)=15FOR i=8 
13 

i75 PRINT CSR G-D 
S3SMID(ACI+L 1 

)sSHERT I 

186 FOR I=1 1G 1:FO0 
R J=3 10 6 STEP 


=e 

198 IF J=3sP=P+H(3) 
6070 218 

200 ACI+D=ACT 

218 NEST J:A<6)=8 

220,FOR J=@ TG SPR 
INT CSR (3-5)83 
FRIDCACD) #4, 1)3 
iNEXT J 

238 NEXT 1 

248 PRINT CSR 85*SC 
ORE*$P+F=8: GOTO 
28 


Vaca 
=o 
Total 627 steps 


89 


(Memory Pack Required 
with PB-100 only) 


GOLF GAME 


Here’s a game of desk-top golf which you 
can enjoy on a rainy day. Taking into 
account the three factors of distance to 
the hole, par and wind velocity, deter- 
ne the strength of your stroke and try 
to get the ball on the green in as few 
strokes as possible. If you get it just 
right, you can even shoot a hole-in-one! 


put the number of holes you want to play. Then, the hole number, distance 


to the hole, par and wind velocity are displayed. If the wind velocity is a negative 
number, your ball travels a 


u gainst the wind, and if it’s a positi i 
wind. In addition, the larger the number, the stronger de wind. Aner e a 
these data, input the Strength of your stroke, choosing from among 0—60. The 
computer then displays the temaining distance to the hole, Input your stroke 
strength again, but this time input a smaller number as you’ve less distance to go 
Continue in the same way. When you come to within 5 meters in front of or behind 
ae pin, the pin and your ball are displayed. Judging the distance between pin and 
nee press a key from among keys 1—5 and putt the ball into the hole. Repeat the 
© steps as many times as the number of holes you input at the start of the 


game. At the end, total 
displayed. at Par, your total number of strokes, and your final score are 


= 


90 


determines the ball’s flight as follows. If the 
is 60, the ball starts traveling at an initial 
al and horizontal directions. (The accelera- 
The wind affects the initial speed in the 


. The stroke strength (0-60) 
nat (unit m/S at initial velocity) 


ee 60/72 (m/S) in both the vertic 


sO ity i |S downwards.) 
vity is 9.8 m : 3 
Ho eset direction in proportion to its velocity. 
hor 
The keys used are the numerical keys @ — & (10 keys) and @. 
e 


ed to input your stroke strength (0-60). Key is 
© are pressed when putting. 


The numerical keys are us 


pressed after inputting the numbers. Only keys @) — 


© Starting display 


input the 


Before starting the game, 


lay- 
number of holes you want to P y ee 


Hole No. 1 


@ Play display 


Stroke (9760) 2 


|nput the strength of your stroke 


© End of game 


Final score (a Under) 


Start by Pressing {s)Fa 


I | Holes ? ee 


(S)EB (To play 3 holas) 


A ele noes Oe 

hee Start with hole Number 7 
a es . a 
3 | 259 oon) Bie J 


oe = 
Distance 


qZ | Stroke (9+69)9 


(DEB (Try a strength of 40) 


§ [zeaunv ace: 


1 Remaining distance 


92 


Stroke (@-+60)? 


Z| Tae r Ee 


t Remaining d istance — 


12|-18 


13. — 


14a 


15) 


16 
7 


18. 


19 


ae) 


29 can ee 


Nice on 


= 


24 = (060)? 


ees (AOIND (Lightly with a driver) 

4 Over | 25 saa 

F,- eon beck 

o Ze ts 

w fe 

ole No. 2 26 | Stroke(@->60)? 
Hole No. ahs 
+ (USI (Lightly with a9 iron) 

oa . 


27 46m 


_o Ss eat 
Stroke (Q@—60)? 
(SOD (1'1! try the highessis Bey 
ie B a= St I 
“= One-onl 
S at: 2 
——— 
i aa 
Sa gins 7 putt 
Birdie haga 
eS ee 
o 
Hole No. 3 
“e 


28 Stroke (0-60)? J 


29[ Geo taeee 
30 Par : ys 
31 L 10 13 3 


3 over 


32[sen 
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® Variables 


f 
| Name of | 
| variable Description Name of: | a) uae 
; | a = Variable Dei eee 
2) ber of holes € a aah 
B | Dis oa I Denn =e " a 
= | Distance a Son on direction 
ctr a 
Gas . [nan | Final score a 
| : 5 ih K ind velocity 
DS | Green re r; _ a 
oa L__| For differenti 
[Ea E 4 Stroke strength Zi M ane chip-in' 
3 Key input iyi N ea 
3 3 - 3 
r G Loop counter | oe = = 
L H f _| Putting distance Ne Ww a _ 
ae Loop counte: SB 
L_ = E | 


unt (71) 


CLEAR AGB 
(Sloew )E3 


18 YAC 

19 INPUT “Holes# 

28 B=RAIMeSEC= AT 
B+3s naw 

NT (RANE#19) 


# BeIMT (8¥158)42 
36 D=RANE/S+, Tz 
58 H=N+itL=t 

74 PRINT "Hole Ho. 


98 INPUT #S¢ 
soe ne 


168 IF E60 THEN 99 


L=L3 
n 


1 
ne!*:h0TS 3a 
148 IF Ein 
Chip in } °:60 
TO 308 
156 L=a 
166 nie 853 PRIN 
$“a"3S0T0 4 
176 PRINT Crea 
3CSR B+ 
188 FS=KEY:IF Fgqe* 
THEN 186 
198 C=C-1 
200 $="12345" 
210 eS Het TO StIF 
=MIDCH, 
EN 230 ee 
228 NEXT H:60T0 189 


om 


20 HEXT § 

298 IF Bs THEN 1 

295 PRINT ss 

508 IF C¢-4 THEN 44 
a 

558 GOTO 398-16 

368 PRINT “Albatoro 
ss":60T0 458 

378 PRINT "Esgie*:§ 
OTO 458 

388 PRINT *Birare’: 

e ae 458 

$ INT “Par?: 

‘3 0 459 ‘ar*?60T 
PRINT "Bogey®: 
O10 45@ wikis 


418 PRINT "2 Bogey* 
6070 458 

428 PRINT “3 bagey® 
36070 458 

438 PRINT “4 Over** 


450 J=J-CiIF fish TH 
EH 28 

468 PRINT MsMtJsJ 

478 PRINT “Game ove 
r°sEND 


VACES 

ual) 

Total 702 steps 
* - 


(Memory Pack Required 


with PB-100 only) 


e 
me of luck, played by you and 
The computer and you 
numbers for the other to 
one to cancel out a row 
g vertically, horizon- 


Here’s 4 ga 
computer. 
h call out 
cel. The first 


numbers goin 
onally wins the game. 


the 


eac 


call 
of five 
ally oF diag 


Before starting, take a piece of pape 
X 5 squares) to make your card. Fill in the s 
(see HOW TO PLAY). Then start the program. 


quares with 


arted, the computer take 
r is ready, “ORDER?” is 
t. If first, input a m 


1. When the program is st 
2. As soon as the compute 
you want to go first oF las 


positive number. 
3. If you start first, the computer disp 
Cross out that number on your card. (Symbol “X” 


displayed. Circle a number on your card ai 
“O” for computer's side) Note that» you 
crossed out or circled. Reverse steps 3 and 4 if you 

5. Repeat steps 3 and 4. You win when you cross 0! 
diagonal row of § numbers on your card. 

6. When 4 numbers (“X"’s) © 
you have one 
key @lafter the “NUMBER? ™ display, 
computer then displays an unused number, 
if the computer crosses ou 
TO GO”. When this happens, press 
think is not the computer's 5th number. 


B and then 


RULES AND KEY OPERATION 


lays a number afte 


4, When You have corssed out the number, press 68 key. 
nd input that number. 


cannot input numbers already 


f a row are crossed out, 


more to go before you cross ou! 
instead of inp’ 


so repeat fro 
t 4 numbers before you do, 


r and divide it into 25 squares (5 squares 


numbers 1—25 at random 


s about 4 seconds to standby. 
displayed. Decide whether 
egative number and if last, a 


+ about 26 seconds. 
for your side) 

“NUMBER? ™ is 
(Symbol 


go last. é 
ut a vertical, horizontal or 


warn the computer that 

~ 5 numbers by pressing. 
utting a number. The 
m step 3. However, 
it displays “1 MORE 
input the number that you 


oS 


7. a ge finishes a row first, it displays “DIT IT!”, If, on th 
aby ss out a row of 5 numbers first, input ©) @ and ee 
8. Followin the “ ” di “a Se 
re a s PRY ae at the end, the computer displays each r, 
(numbers input by Ee ie eee nu ers es crossed out ing display 
for you to cross out are shown as “oO” and Ae displayed by the compute e Starting P tis State 
A ose not called out, as “TN vie ere aisplyedi | FLASHY Five | 
following Q 
O 


This will let you know how the computer did in the game 


The keys used are the numerical keys @ — S) and a. e 
Key &) S 2 
aS Ree phen you choose to go first. The numerical keys a ORDER! | { 
uae ie 1 B 25. Press key (6) when declaring one-more-to-go. P; ee 
: xt step after the computer displays a number, and ; - Press GB to go 3 ny : 
input. > also after each number It will take about 4 seconds for “ORDER?” to be displayed. When it is, 
input a negative number if you want to go first and a positive number if 
you want to go last. 
@ Play display 
Say you start first. 
19 


computer 


1 
Number called out by the 
our card) 


(for you to cross out on Yi 


What number will you call out? NUMBER=? 


1 by you (for the 
Number called Ut DY VO ies cord? 


computer to cross 


ber. 
It will take about 27 seconds for the computer to display a num 


96 
> ‘i : . 


® When declaring 
one-more-to-go 


| @ End of game 


@ Display of the computer's card 


} ® Score 


© When you input a number 
already called out 


98 


ae 


|? oe ss 


You've got one-more-to-go 


1 MORE To GO 


The computer has one-more-to.go 


YOU WIN 


You've won 


—— 


—, 


—] 


[ DID IT! 
The computer's won = 
LIST 
J 


Each row is displayed 


| 3 191517 5 


[ ? 0 °O ae 


Numbers cancelled, called out, and 
uncalled 


| SCORE: 1-0 


7 7 
Computer's score Your score 


| PICK AGAIN 


start by pressing (3) 


FLASHY FIVE 


ie 


ORDER? 


Press DOD (you go first) 


tic, 


; 
Number to be crossed out On your 
card 


o 
NUMBE R=? 


el 
22 


t 
Number to be crossed out on 
the computer's card 


| 15 


~ 


Number to be crossed out by you 


22[1 


‘One more to gol 


HOW TO PLAY (EXAMPLE) 


(24 
6 
ia) 
‘9| 
25 


22| 5 (23/11| 


(4 | 2/15/47| 
8119.10, 4 | 
73/14/24) 


(16/20/12 20/12/13} 


Press MOS 


(You declare one-more-to-go) 


24 2 es, 


ue a) 
oa 
a eat ma: 
25 YOU WIN 28 eae E 
_ | Coc 5 PRINT “FLASHY F {8 PRINT *DID IT!* 
= se * TEs t=0:0-4 2C=C41260T0 42 
Teas 7 i x 2 FOR 120 10 2437 19 FOR I=8 10 24 
LIST CD=THEMERT 1 20 IF TCL+25)5131¢ 
z = i = 3 FOR J=@ 10 24 1+58)=1825+8070 39 FOR J=a 10 4 
8 : 4 T=INT (RARES25) 2 4@ FaFaT(ies+25)36 
m7 5 oi ae PRET(IE TODIETC 21 GOSUB 33 =e] (N+]95+25) 
al Seite Deate7, 65 3. - oe 1): TCD=RENERT 22 IF FeGtP+tel TH 41 NEXT J:RETURN 
ee | | SCORE? Q=4 J EH 28 42 AEBEPRINT *LIST 
ist and’ ora maton ae ‘ 5 FOR 1=25 10 49 23 1(1450)=FaF +686 : 
Square square square square square TCD)=LENERT I +PaP+QeQ 43 FOR 1=9 10 24S 
I 6 INPUT "ORDER":B x en ioe Pr TEP § 
eV: LIF 848 THEN 19 =H 7 44 PRINT CSR asTCL 
piabies , 7 INPUT *NUNBER=" 26 IF TUN TLL +4)309R G3 TCLS 
a £ = : SKEIE K¢OPRINT E oe ae YsCSR 43414005 
wane De: Nz ; . "YOU WIN": D=D+ 2? FIFL-O 45 PRINT CSR 231 (1 
| Variable a aed Description } 16070 42 28 PRINT TCI) T(I+ +i)308R B:TCL) 
B V nut in indleating - = ; 8 IF K=@ THEN 19 25)=626070 7 46 IF T(R#25)=85PR 
|_| first or last to play S| Row of card , 9 FOR I=8 T . pees. INT * 08 :GUTO 
c a= pe 18 IF T¢1=K THEN 5 49 
[RE ae > ae 1 Mes #7 TF Testo 
D - — - —|— 11 NEXT f 1 P=PsT(J) > x#336070 
b Your score Q Bimntey of izclentg each | 12 Peak "PICK AGA 32 NEXT JERETURN ut oe 
F | Number of circles in each ee IN*:60T0 7 33 IF 1=123R-4260S 48 PRINT * "5 
a | horizontal row ? R Working area for calculations 13 1F 1425381 TH UB 29:0-P:60T0 49 IF FRAC (CAEL) 
G Number of circles in each 7) a EN 12 AS} 5)s03A=A41: 6070 
__| vertical row "** | S| Starting position on card 14 1(1425)=23 G0SUB 34 08 % 
I Loop counter. | “(= a 2 + 3B 35 IF FRAC (1/6)=8 58 PRINT **:A=A4L3 
a i | rea | Computer's card 15 IF (F-16)4t-16 3R=6:60SUB 2926 
Li ahs 16) 0 5 
L eoR.counter 1(25)~ Table for recording marks = pls Loree le) zy HOSS )=8 
= Tae __ | Ta9) ed 1=initial value 2=specified % Hate 36 is ie ae : 
put numerics “i —— *! 5R=4: H 
Pisces Be | Working area a setevrene ; OTO 38 
[_™M Row of card = if 7 IF CF S206 a2 wr P= cima vacwa 
#(P— =} $81 He ao 
4 Tey _ ire Total 953 steps 
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(Memory Pa 
with PB-100 ort 


: 
mn 


nder attack. Various enemy 


ned 


Your fleet 


your 


ack the cruisers. Study the 
ly and 


is of enemy attack carefi 


ye Ss as possible. 


my s 


First, study caref the 6 types of enemy attack described below. The key to 
is g in grasping the different forms of attack your enemy 
st you. Following each description is the number of points you score 
hat particular enemy ship with a long or short beam. 


Makes no attack, just passes by (50 p 


ts) 


1 occupy and blasts itself at a probability of 3/4 
to destroy your heavy cruiser (100 points) 


Enters the position 


Attacks with laser beams from a point 3 spaces outside the position you 
occupy (200 points) 


- Attacks with laser beams from a random position (450 points) 


Crashes into your heavy cruiser and sinks it (400 points) 


Unknown (one of the 5 above but you don’t know which) 


nemy ship appears on the display 


. When an e ¢ 
a Oe ed. You have 2 ways of attack- 


aunched oF < se 
elt k before you Te attack 


g, attac 
ress (5) ) — effective only against * and < Wren 
position you occupy (thus, wait until they’ve 
occupy before shooting) 

) — effective only agains 


h short beams (p 
they've entered the 
entered the position you o 
With long beams (press © 


tion 
you have only one chance to discharge 
ne ke a mistake on which beam 


appears. If you ma 
ag 1, so be careful. You have 5 heavy cruisers. 
ed, 


tZ.X and O outside 


your post 


your laser gun at each enemy ship 
(Jong or short) to use, you Il be 


Note th 
The game ends when all 5 are 


destroy 
destroyed. 


‘The keys used are [5] and @ - 


Key (s) is for attacking with short beams. 
Key rx) is for attacking with long beams. 


ao cies 


DISPLAY 


© Starting display + BOMBARDMENT GAME * | 


ig’ Press 3 


HIGHEST 5500 
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© Play display 


e End of game nee Occupy 


[Same OVER 


e If your score is the highest so far 


Start by pressing (S]Pa 


J |soucsoucn canes] 5 [5a 


tex] When the soanvanne approaches 
this far, discharge your laser gun 


x ee Press (1) before they attack 
2 | HIGHEST—5500 6 ae). i 5| 


Zap! (200 points) 


exe 


If you miss... 


i rs —— = 
3 bv: Avex | 7 |. .ecetae 4] 
i a t The enemy attacks wit 


Your ship Is 
Press @Q to start game Bfebds laser beans 


mes the next anemy stip 


4° 3) 8G 2c 


t -—— Number of ship with 
this enemy 
Your Enemy ship that your ships Position you Destray eam whan It enters 
ship can be destroyed oecery your position 
only by long beams 


104 


—7)| ese 


“Made It! 


If you hit it, you score 450 points 
Press (0) 


00 19\ sen 


ee tacked first! 
eee ir 'will attack. te ates Last cruiser 
You don’t know how It w 


ote a guess and try long beams... 


uo a 


—_————Z7 you're destroyed it doesn’t attack so get it with 


short beams when it enters your 
position 


3 


V | 
“a 


enter the position you occupy — £ 
\wl blast itself so don’t let it get you 31 | SCORE-4500 


Press ({) re 


13 


1a) 2 | 
t 


Blast! Should‘ve been short beams 32) GAME OVER 


® Variables 


ra : 
N Sea Name of Description 
yt Description variable 
= Position of laser beams 
B Selection of enemy attack i 1 | discharged by X 
larg Attack probability of “<” 4 Rab atte = sa e 
iti ‘our laser bear 
D Types of enemy attack K Position: aa 
of “> 
E Enemy position L Number Ke — 
oR ae a M Flag for judging key 190 
cor 
a Highest score so far 
t ss eli Keyiinpus 2 sate of start of X’s attack 
H Flag when attacked Z 


106 


CLEAR Ag 
Semoes 


= 


pa a 
qe 

28 PRINT “+BONBARD 

AENT GAMEs* 

118 PRINT *HIGHEST® 
3—WePRINT “by:* 
3H$3" 

ASINT (RAN*LO) 
SB=1NT (RAIES3@ 
IF 842830=1:60 


= 
= 
= 


138 


B 
D=4:1F B326 


=INT (RANS4)= 

J=INT (RAMES3)* 

188+458 

150 Z=INT (PANES) + 
SiY=INT <RANES 


) 

168 H=O:6$=" "2A=O: 
FOR E=¥ 70 1 ST 
EP -i 

178 PRINT CSR 8 

2. 

sLsCSR 93° 

175 PRINT CSR 33*:* 
sCSR E+13" "3 

186 IF A=@;PRINT CS 
R-E3"7°s 35070 2 
34 

190 IF D=4s1F £26 T 
HEN 228 

200 IF D=531F E35 T 
HEN 228 

210 PRINT CSR EsMID 
(D,1)3 


226 IF E=I3PRINT CS 
REL 

250 GOTO 198s0+200 

306 IF Het THEN 190 
a 

318 G$=KEYSIF £2 T 
HEN 1806 

320 IF 8$=*5*;PRINT 


+90:6070 2608 

330 GOTO 1000 

408 IF H=t THEN 438 

418 GS=KEYsIF E)2 T 
HEN 1008 

420 IF G$=*S"s PRINT 
CSR Es“! "33 F=F 
+100°60T0 2000 

430 IF C=8 THEN 108 
i) 

449 IF E=23PRINT CS 
R 25"+°3CSR 15% 
(+)"3CSR G5"! (+ 
)*52H=1:6070 28 
00 

450 GOTO 1006 

580 2=6 

660 IF H=t THEN 668 

618 G$=KEY?IF G$¥"L 
" THEN 660 

620 GOSUB 3688 

636 IF D=4 THEN 698 

648 F=F+200:60T0 28 
a8 

658 PRINT CSR 433 
F=F+$:G0T0 2068 

660 IF ExZ THEN 168 
t) 


5R LCs :igyy 


I 
688 fe CSR apes 
sSHEL TBO) 

780 TF Het en 
718 GS=KE¥= IF agen 
" THEN 748 

728 S0SUB 3e¢@ 
730 FFD a 


10 2068 
1808 IF GS="L°sHeL 
1018 IF G$="S*sH=l 
1028 HEXT E : 
2006 IF H=1?L=L-LEIF 

148 THEN 2628 
2018 GOTO 128 ‘4 
2828 PRINT CSR 85" 5 

CORE"3-Fi* Pi 


2030 IF F)MSH=Fs LNPU 
T"Nanes He 
2040 PRINT “GRRE OVE < 
R'sEND ¥ 
3908 FOR 


succession. 
points ~ 


I 
involved which cai 


(Memory Pack Required 
with PB-100 oniyynz 


ae machine is simulated in this 
g symbols (numbers, letters 
ons) flash on the display in quick 
ens’ "To hit the jackpot — 250 
ust get three sevens (777). 
nere’s a hidden factor 
n double the number of 
n, The game ends when 


e by havin 


- you m 
addition, th 


points you wl 
your credit reaches 0. 


RULES AND KEY OPERATION _ / 


“LIMIT? ” is displayed. Set an arbitrary maxi 
in a single bet and input that 
t the number of points you 
start of the game and must 
redit is 10 points.) If you 
you to repeat this step. 


As soon as the program is started, 
mum limit on the number of points you can stake 
number. Next, “Credit—10—bet? ” is displayed. Inpu 
want to bet. This cannot exceed the limit you set at the 
not exceed your credit. (At the start of the game, yours! 
mistakenly input too many points, the computer will ask 

i ‘i ne 
As soon as you input your bet, the computer starts flashing aeeniee 
after another on the display. Stop 4 symbol by pressing er ase 
shown on page 109. (Choose a key that's easy for you to pene ne eas: 
two more flashing symbols which appear to the right of wt press any keys the 
It will take about 0—1.5 sec for a symbol to stop: If you ete Ta this case, the 


flashing symbols will stop automatically after about 15= 
display stops automatically at “SSS.” » 


As soon as the 3 


r 3rd gs 
the far rio ~r Symbol is stoppe, 
comune If the 3-symbol eat pe hidden facto i 
Asati 10ns shown below Piha Mation yoy en T(X1 oy Noyes bet, “YOU LOSE! ” is displayed, and the number of points you 
Calculated as follows: > win your bet If not #5 With Matchhge PVed a lose ae 3 gubtracted from your credit. The game ends when your credit 
= > e be 
number of points Siven for the — How much” oF the s 


o stop a symbol, use the one that’s easiest for you to 


since you can Use any key t 
nt 7 


press: 


| 


ever, use the following keys to stop a symbol: 


T 
l@)| 


You cannot, how 


I Jn 


| 


| 
| 
ie 
| 
ea 
| 
fae 


~| 
| 
[ 
| 

| 


a] 
} 
} 


| 
I~{ 1] 
| 
| 
8 


lel} 


2a ae Bee 


i 
| 


oA 


TIN INI OD) a® 


js [xfo 


-————— : : 20 


| 

| 
ne 
Ss 


} 
ae s tee DISPLAY 
ded Veit ze $ 2 
A etn ss . 3 | 
G 6G T =e 6 © Starting display ae 
ne : ae maximum limit for bats 
: L © Play displ ] 
- = | L Pua L E ae ay display | Credit —10-bet 9 | 
i ; Your starting credit 
| aad b $ 
j $7 a 
; : | a Aslot machine combination 
as 
$ : eee EE : 
: - Asiot machine combination 


¢«,” = any symbol 


@ End of game 


YOu Lo : a 
When va Ray ke 


| * Game Over ie 


‘HOW TO PLAY (EXAMPLE) 


Start by pressing (s]Fa 


LIMIT? 


GBs) (5) %<} Input maximum 


Credit — 1 Q- Geet 
nem 


Input your bet 
— a 


Press [P) (or any key you like) 


7\A A = x2 | 
8/2 


Hidden factor 
i 
No, of No, of Hidden 
‘Points points bet factor __ 


9 Credit -4Q@—bet ? 


10 2 “4 


eos Input your bet 


13) 


18 


14\ YOU LOSE! 


: Display move: 
} leftward 


19 


15 “Credit ~2.0-bet 9 
16 


(2 Input your bet 


17& 


e Variables 


20 YOU LOSE! 


2 *Game Over * 


a 


Name of 


variable Description 


Name of 


Variable | Description 


>: 
Credit 


M Symbol display position 


Symbol data 


E | Hidden factor (1 or 2) 


Increase rate 


Loop counter 


Symbol 


No. of points bet 


Loop counter 


Loop counter 


Working area 


Key input 


Loop counter 


/ PROGRAM 


/ 


w 
CLEAR AGS 
Saas 

18 P=10 

20 INPUT *LInIT*»L 
TIF Lé6 THEN 20 

38 $="ASLAG-ALSAG? 
fl..* 

4@ PRINT “Credits 
PS: INPUT “abet 
*,Q:Q=INT & 

58 IF QP THEN 4@ 

68 IF QL THEN 48 

78 DS="*:FOR HO T 
0 2:H=ZeH: 1=8 

80 [=I+t21F 1>1 TH 


98 J=8 

100 J=J+1s1F JAS 7 
HEN 88 

118 PRINT C&R M5MID 
W003 

128 AS=KEY=IF Ags** 
SB=INT (RAHHS4) 
26070 158 

138 GOTO: 108 

148 B=INT (RAME#14) 

150 FOR I=J TO N+P: 
K=I21F K)153K=1 
~14 

168 AS=MID(K, 1): PRI 
NT CSR M3A$s2FO 
R W=L TO S@SNEX 
Ti 

178 NEXT [:D$=D5+AS 
WERT Ne $=D$ 

186 IF RAKE). 83E=2: 
60T0 208 

196 E=1 

268 PRINT CSR 75" x 
"SEs:FOR W=1 TO 
OS:HEXT fi 


218 GOSUB 308:iF 6) 
Q THEN 23 

228 PRINT :PRINT "Y 
QU LOSE!"3:FOR 
W=1 10 108:NEXT 
W:P=P-O 

222 IF Pé@tPRINT 3P 
RINT *#Game Ove 
rez END 

225 GOTO 38 

230 B=QsG8E: PRINT : 
PRINT 0363E3-B3 

2F0R Wel TO 
3O:HEXT 

240 P=P+B:60T0 58 

300 IF D$=*777836=2 
50: RETURH 

310 IF D¢="—#36+2 
0: RETURH 

320 IF D$="77-* THE 
4 560 

338 IF D$="-77" THE 
4 568 

340 IF D$="$48%36=5 
8: RETURN 

350 IF D$="666" THE 
4576 

360 IF HID(1,2)="77 
* THEN 570 

378 IF HID(2,2)=*77 
* THEN 570 

386 IF DS="LLL* THE 
N 588 

398 IF KID(1,2)="— 
" THEN 580 

408 IF MID(2,2)=*— 
* THEN 580 

410 IF DS="$$-" [HE 
4 590 


420 IF D$="-$¢" THE 
4 598 

438 IF D$="AAAR*:6=3 
RETURN 

449 IF D$="G6-" THE 
H 688 

450 [F DS="-H6" THE 


470 IF DS="-LL" THE 
N 618 

488 IF HID(1,2) 
* THEN 618 

498 IF AID(2,2)=488 
* THEN 610 

508 IF D$=*AR-* THE 
628 

518 IF D$="—A* THE 


$ 


4 


530 IF MID(25i)= 
THEN 626 

540 IF MID(3,1)="7" 
THEN 628 

550 G=8:RETURH 

568 6=62:RETURN 

570 G=25:RETURK 

588 6=26:RETURN 

590 G=12:RETURH 

608 G=6:RETURH 

618 G=5:RETURH 

628 G=2:RETURW 


vAcga 


Total 984 steps 


(Memory Pack Required 
with PB-100 only) 


BLACKJACK GAME 


This is a computer version of blackjack. 
The computer is the dealer, and you 
are the challenger. The rules are about 
the same as in regular blackjack. 


RULES AND KEY OPERATION 


The computer is the dealer, and you are the challenger. The 13 cards are indicated 


as follows: aoe Reon 
3,4, 5, 6,7, 8,9, T,4,%) 

ae Q and K each have values of 10, and A has a value of 1 oy Be ok 
First, the dealer deals out 2 cards to both players. Your ee pee pth 
your 2nd card face down. The dealer's 2 cards are kept rab ae on 
number of chips you want to bet. (If you don’t want to pl eet Se ae 
this case, “PASS” is displayed, and you lose 10% of spe *. = i Be ie 
dealer's 2 cards total 21 (in value), only those = com: “ete you bet is 
twice the number of chips you bet. Otherwise, the aE F jae anotieneards 
displayed at the left, and your 2nd card is opened. IF Yo Tt Ts 04. you 
press (@) key. If not, press [¥) key. As long as your car ee ne peltenrs 
may continue to ask for more cards until you have 6 cards. m key and challenge 
total more than 21, you lose, so be careful. You: miss, ntinues to take addi- 
the dealer while your cards remain 21 or less. The cont hip Cee 
tional cards until its card value totals 17 or more. Then, w! Sept total the same. 
21 but not more than 21 wins the bet. If your and the dealer's 


; win, you receive 
you lose. If you lose, you lose the chips staked in the bet. If you 
the number of chips you bet. 


* When your cards total 21 in the following ways, you win, even if the dealer also 


AJ (or JA) 3 times (with a probability of 1/16) 


3A2ST 2 times (win with 5 cards) ) Any number combinations of 
AA2764 3 times (win with 6 cards) } 5 or 6 cards in any order. 

3 times 

2 


mes (in any order) 

In this case, you win 2 or 3 times the number of chips you staked in the bet, as 
give ; 
Continue to play until you have 10,000 chips or more, or until you lose all your 
chips. The e then ends. 


ove 


The keys used are the numerical keys and key g@ for inputting your bet. 


When you want another 
ress (W) key 


d, press @ key, and when you don’t want any more, 


tw DISPLAY 


e Starting display 


e Play display 


When you win 


When the dealer’s cards or your 
cards total more than 21 


When you lose 


@ Blackjack Game ¥ 


2 | 


Gi 
T 


> Y/yes :N/no | 
t LWhen you don’t 
When you want want any more 

another card cards 


HIGHEST: 20 


1 
Highest score so far 


—r 


CHIPS 19 


t 
Your chips ae 


3UHE > Bene? é 


t =a Awaiting Input on 
Your cerds Dealer's number of chips 


ards ke 


349mm :_H088 


t 1 
Dealer's cards 


you WIN! 


WOO de XXXXXXXK 


you LOSE! 


L 


e End of game 


If your score is the highest so far 


f 


NEW HIGH 


er) 


If you win the game(10,000 chips or more) 


If you lose the game (no chips) 


End of round 


CONGRATS 


TOO BAD 


*GAME OVER* 


Start by pressing (S)P3 


1 [» Blackjack Game ¥ 


> Y /yes 


2 


3 | HIGHEST :12 


(Highest score so far) 


4 CHIPS:10 


ia ] 
S 7esen: amma? | 


Press (5)@0 (Bet 5 chips) 


6. 77 96 :_8888 


=N/no 


Your chips 


(You have 17) 


10 
1 


Press (¥) (To ask for another card. 
If you don’t want any more cards, 
press [W] .) 


7T200:_ S888 


Press [n) (You challenge with 19) 


77T2MH:AAJ48 


The dealer has 24, so you win. 


YOU WIN! 


CHIPS :15 


ANEEE: SHEB 


2 


‘ 
Repeat trom step 6. 


—— 


——— in Sr Name of a 
Name of Description variable Description 
variable a |. + 

(ea Integers I~13 0 Loop counter 

Cc “Loop counter lf Flag for 777 
Chips Q Flag for 678 
Number of chips bet R | Loop counter 
Number of cards dealt s Loop counter 
additionally to you L 
\— | Number of cards dealt = ra 
G additionally to the dealer T op counter 
es Loop counter U Flag for AJ 
(; a ~~ | Total value of cards held by WwW PASS 
you 
[ J ~| Total value of cards held by x Highest score so far 
| the dealer uF 
0)~ 
K Loop counter oe Your cards 
LS Key input Za.) Dealer's cards 
+ +— 
ips i Counter to prevent dealing 
s ease rate on e 
: Bs OK more than 4 cards with the 
same value 
N Loop counter | nie 


Te 
CLEAR AGS 
fee teley 


="A23456789T IO 
K":D=1QSPRINT © 
*Blackack bame 
mr 

PRINT *:Y/yes:N 
/no":PRINT “HIG 
HESTs "3% 
E=@:F=8: 6-821 $= 
"Sea 

FOR R=12 TO 24: 
Z(RI=B: NEXT R 
FOR C=@ 70 il 
B=INT (QAN*13) 
+1 

IF 2(B+11)24 TH 
EN 68 
2(B+1 1 )=2(B+11) 
+152(0)=BS NEXT 
C 

PRINT "CHIPS: 


HPUT 


118 
126 


IF E> THEN 168 
IF E=@3=):)=)- 
INT (0/18): PRIN 
T *PASS"; D-H: 60 
10 38 

IF E¢@ THEN 98 
PRIHT CSR @5MID 
(2(8), 1); " AS 
“CSR 63*_iaam" 


138 
149 


6=2:60SUB 788 

IF J=213PRINT C 
SR 7MID(Z(6)>1 
)3MID(Z(73.1)2D 
=D-E#2:60T0 498 


158 
168 


PROGRAM 


176 PRINT CSR 15#ID 
(2(1)> 435 
188 LS=KEYS IF L$="N 
* THEN 268 
198 IF L$="¥" 
218 
266 GOTO 18@ 
218 IF F=arF=2 
220 F=Ftt 
238 PRINT CSR F-15H 
ID(2(F-1), 10536 
OSUB 608:1F 12 
1;D=)-E: 6070 58 
i) 
248 IF F=6 THEN 278 
258 GOTO 198 
268 IF F=@ 
8 668 
278 PRINT CSR 73A1D 
(2(6).1)3HID(2¢ 
DLs 
286 IF J>16 THEN 31 
i) 
298 G=6+1:1F G= TH 
EH 328 
386 PRINT CSR G+63H 
ID(2(G#5), 1326 
OSUB 79826070 2 
30 
318 IF J>215D=D+€:6 
OT0 498 
328 IF I%2t THER 47 
t) 
336 P=: 0-0: =8 
346 IF F=53H=i:60T0 
488 
398 IF F=6;4=2:6070 
488 
368 FOR H=8 10 2:1F 
Z(ND=75 P=P +} 


HEN 


=27 60SU 


IF 2(0)=858=0+, 
G1 

NEXT 6 

IF Q=1. 1454-126" 
OT0 486 

IF 2(O)=t3 IF 2¢ 
L=thsiet 

IF U=t3IF ENT ¢ 
RANS#15)=75 PRIN 
T "Blacksack !* 
*H=2:60T0 428 
IF I4JsPRINT *Y 
QU LOSE | “r= 
0-E:60T0 S06 
PRINT “YOU WIN 
“D=D+Ea(1+ 


8) 

IF X4D3¥=D:PRIN 

T *HEW HIGH 

IF Dé@sPRINT *T 

00 BAD*:60T0 53 

Q 

TF 3188883 PRIN 

T "CONGRATS": 60 

10 538 

528 GOTO 38 

538 PRINT **6AME OV 

ERS SEHD 

T=@2FOR H@ TO 

F-itIF 2(H)=131 

=1+11260T0 630 

618 IF 2(H))9s1=1+1 
a 


490 
568 


318 


688 


620 IF 2(H)4951=142 
(HD 

630 NEXT H 

648 IF 1<225RETURN 

658 FOR S=@ 10 F-1: 
IF 2(S)=15i=I-1 
OFIF [<225RETUR 
N 

668 NEXT $:G0T0 778 

708 J=8:FOR K=6 10 
G52 1F 2(Ky=15T 
=J+1:60T0 738 

718 IF 2(K))93J=341 
8 

728 IF 2(K)£93J=J#2 
(Kk) 

738 NEXT K 

748 IF J¢223 RETURN 

758 FOR T=6 10 Gt: 
IF 2(T)=15J=J-1 
Qs IF J<223RETUR 
N 

768 NEXT T:60T0 778 

TTB PRINT "S¥OEXXxx 
4xxx" s RETURN 


Total 1,344 step 


a 


s 


